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INTRODUCTION 

['ll. ink vr jii 1 03 buying I he Shadow of Yserhius, \hr stand alone version uf the popular 
online grime, Included in ihis pssckngr are artuilly five bucgiiued pieces of software: 
YNcrhius off-line, YscrbEua on-line. Twin inn utT-lme. rwimon on-line* Lind I in ^Nation 
You can choose to install all ul ihr pieces or only [he parrs yon wish lo use. Both 
Yserbiu* ;md Tuvinian nrr Fantit-Vy Etalc-Pluyihg games in which you explore dungeon?,, 
fight creatures, and discover item* of value. Because the world of both of these guim-s h 
so w?s l and ihe depili of play is so involved, we've included a map template in the hark 
of this manual. We recommend chat you copy it and snap die world as yon explore, 

I N 5 T A L LINO Y S E R B I U S 

To irisiall Ystrliius insert disk I oj the Ysevbius set, change to dial drive, type install, 
and press -:KNT1-:R> I'his well install Yserbiiis lo vour hard disk undci the TSN 
directory. Both Yserbius and Twuiion must reside under the TSN directory if you 
evervi r ani to play on-line, .Vs it installs you will he prompted lm each disk needed. 
Hart * 1 1 llle Y^-iIiliis files ale Mured on the FSN disk*-. So during llir insl.ill protests 
you'll he asked io insert the TSX disk so it can pul! iln- needed Hies from there.. 

Tf you've previously installed ISX you already have an Yscrbius directory under the 
IS.v cl tree ton 1'he olT-line install will cop) its rites to that same direetoiv \ux 

character data that you have there will be saved. When die install is I inched you will 
be able to use your existing characters on or off line at will with no changes. iSee 
Character Limit For QnA Line Plav below.) 

INSTALL! N G TttlNIO N 

To install Twin ion insert disk 1 nl the J Vlmon set, change to that drive, tvpe install, 
and press ^IlNTER>. t his will in.Mull Twinion to your bard disk under die I 'SN 
flirt* tory. Boil] YserbUss and Twin ion must reside- under the TSX dtreciorv If you ever 
want to plav on-line. 

If you Ye previously installed I winion on-line yon already have a Fwinion directory 
under the TSX diretinrv, The install will copy Its tiles m that same direclnrv. Any 
ehitraqtci daia that you have [here will be saved. When the install is finished you will 
he able to use your existing characters on or off tine at will with no changes. II you 
don't already have livitiinn on-line ii will he installed along with the nlf line versiou- 

Character Limit for On-Line Play 

You will hr able to Lake a character and play on or on line up \o a level 20. Once you 
reach level St) you will need co make a v ho ire about your character. JJ you ever Like a 
level 20 character that has been used on-line and plav it off-line you will NOT be able to 
use it on-line anymore. 

Install TSN 

To Install TSX insert disk 1 of i In- TSN set. change to that drive, type Lnslalf and 
press <ENTER>. This will Install TSN and Ytarbius on-line to your hard disk. 

Backing Up Yon Characters 

Yu nr characters and thdi maps arc stored in the I WINY -HAK.DA I (TwiniunK 
MY( H.ARS.lJA'f C Ysi , iimLs:i and ALTOMAPS,D.-VTi Yserbius it Twin ion) files. 3T IS 
RF.COM MLNDED Tf f.\ I Yl.Jl ' MAKI 13 At K-LTS OF THESE FILES .AFTER E\T.RY 
(3AM F SESSION. 
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THE 

lDOW 


YSERBIUS 


The Shadow of Yserbius, single player version. You 
create a character and journey as a solo adventurer 
into 1 1 1 c dungeons and depths Oil the volcano 
Yserbim. Your character can be a member of one of 
eight races and six guilds, as welt as be male or 
female and aligned with diher Harmony or Chaos. 
You set? the game from a first-person perspective as you 
journey through the halls and moms found within the 
volcano \k:i bins iliac overlooks the tiny town ol Twiniom 
The story behind die game is revealed slowly as your 
character advances in power and as you gain access to 
hidden areas of the dungeons. 
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ENTER] NG 
THE GAME 

The first time you launch 
Yscj-hmv an opening sequence 
will begin ihe story for you. You 
can hit ESC (escape) any time 
during the animation to quit and 
go directly to the main title 
screen. The sequence will end at 
die main title page where von will 
receive the Following- options: 

l.Show Intro: Roplavs the 
opening animated sequence for 
your viewi ng pleasure. 

2, Slum litid Game: Available only 
after you've defeated the volcano 
and won the game! 

Play Yserbius: Sends you to 
"The Gallery 1 ' where you can 
create your character ($) and 
launch saved games, (This is 
detailed hi ihe section titled: 
THE GALLERY! 

■L Quit to DOS: Exits the program 
and sends you to the DOS 

prompt. 


THE 

GALL E RY 

The Caller} 1 is where you create 
and select the characters you will 
use to explore Yserbilis. If you 
want to use an existing character, 
dick on the left and right arrows 
(or use tlie left and tight arrow keys 
on your keyboard) to scroll 
through the portraits until you 
find the character you want. 
Then click on the PLAY button or 
hit ihe ENTER (return) key to play 
in the character's last saved position. 

If you want to create a character, 
use the left and right arrows to 
find an empty slot, or click cm the 
1 )K I .ETE hi 1 1 Loi i whi le lJ lc po rt rai t 
for ihe character you wish to 
eliminate is on the screen. Saved 
games for that character are also 
deleted. Click on REPLACE to 
create i\ new character in that 
position. 

New players may want lo click on 
HELP + whidi gives some important 
information about beginning the 
game. You can get information 
throughout the game by RIGHT 
cl icking on vari ai is huttn t is. 
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When you bc^in the ti cal ion 
process, i hr program prompt* 
vein for the character's name, 
epithet (eg the Brave, the 
J oyaf the Bold." nc.), race, sex. 
guild and alignment, Click oil ihe 
lefl and right arrows lo provide 
tins information aboni vmir Ufa 
character, Vw the BACKSPACE 
lo change a name; you won't be 
able lo change a name after you 
switch to a new screen - 
Descriptions cd ihe c ha racier 
options are available in the World 
oT Yserbins section of ill is 
document. 

file next screen i* the attributes 
screen. The attributes are; 
Strength, I h tt use Agility and 
Initiative These attribute* are 
based on your selei lion ul guild 
and race. For new characters you 
also have some points you can 
assign to these attributes as you 
see lit. Dexterity, Health and 
Mann are also shown on ill is 
screen, but they increase 
automatically when yon rise in 
experience, You also earn mole 
points to assign to the four 
attributes during the game. You 
can get descriptions o:l the 
attributes bv right clicking on 
their names. 

The next screen is ihe 
appearance si ieeii. Heie vou c;ui 
choose From a variety ol ^mix-atfd- 
m a it If Facial pieces in give votli 
charm ter a distiiu live look. 


] he spell scieeli Is ifccXL YciU may 

have extra points that you can 
assign in the available spells. You 
can get a description of the spells 
by right clicking on iheh names. 
The spells and their abilities are 
also detailed in (hr VVrnld of 
Y'serbiOS Set tiotl- 

llie fund screen in ihe luaiioii 
process is the skills screen You 
pick up more skills through, mi 
the game, but this screen simply 
tells you what skills you have 
available from the start. Click on 
DONE to save the character and 
prepare for adventure. 

NOTE: Each Guild has u* ow u 
distinctive mini, these culm's 
and Guilds are: brown ( barbarian > 
o- How (kmghri, green i ranger), 
red ( rluef), blue ( cleric) and 
purple (wizard). 




OVERVIE W 

I here Mt iwn main places you 
tan go in The Shadow of YV-erbius 
First is the Guild Hall, where von 
can buy and sell items and spend 
ihe points you earn when you 
advance level*. Second is the 
Dungeon one It, where um go 
adventuring. 


n iUiLMLcs J he lop enit am v snuis 
yon oh ai The iupol ihe dungeon; 
if you ever die in [he game, you 
must re-enter the dungeon 
through the Lop entrance or load 
one of vour saved game* 

I he bottom niiiaun* lakes you 
back to ihe Uic .iiton where yum 
i Inu aclei was Iasi but only 

it death has not occurred 


THE 

GUILD 

MALI. 



When vou enter Shadow ol 
Yscrbiii^ you will see a picture ol 
a volcano, the Tavern, and the 
Guild Hall* Enter ihe volcano 01 
Guild Hall by clicking on i rs 
picture with the left mouse 
button The Tavern (lo ihr riglu 
on ihe main screen) is not 
available in die solo version (thal 
is, when volt are riot placing "on 
lijte" through The ImugiNatum 
Network via modem), When you 
go mi-line, vou will be able to 
enter the Twin ion Tavern ami 
converse with other on-line 
players. If yo Li click on the 
sign p i j s i at lire bottom nl ihe 
screen, voll will exit die game iu 
DOS. J hr dungeon is inside ihe 
volcano, and there are twu 


\ hr Guild Hall is wilier 
you allocate Attribute 
Skill, and Spell Points. It 
also contains a store 
where you can buy extra 
equipment tin vom * liarai-tei ;md 
sell item* you find in the 
dungeon. Main items I omul m 
the dungeon cannot he piui based 
lit the .sii m e r hut the shop owner is 
usually willing So buy Items you 
waul lo sell. Items that are shown 
in red type ran not he used l>v 
me others of vour Guild. Use the 
BUY bin ton in purchase 
equipment and the SELL button 
to sell items. You may use the 
op down at row keys, the 
Paget p PageDown arrow keys, 
and rile FN 1 1- K kex m seln i 
stroll, and h n x Veil in these 
screens, 
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As vol i adventure in the dungeon, 
you gain Experience Points, 
When you acquire enough points, 
vou go up an Experience Level 
and you gain Attribute, Skill and 
Spell Points to spend on your 
character. You can get 
descriptions of the Attributes, 
Skills and Spells by right clicking 
on their names. 

The first screen in the Guild Hail 
shows how many Experience 
Points you need to rise to the 
next Experience level. Rises in 
Experience Level take place only 
alter you leave the dungeon and 
enter the Guild Hall. You will rise 
quickly in Experience Level early 
in the game and then more slowly 
later on. It is a good idea to know 
how many Experience Points you 
need to rise to the next 
Experience Level- 

Attribute Points are used to 
increase your character's 
Strength, Defense, Agility and 
Initiative. (Your Dexterity. 
Health, and Man a rise 
automatically when you go up a 
level.) You may assign Attribute 
Points as you wish, but eventually 
you will reach limits where points 
can no longer be assigned Lo 
certain characteristics. 

Spell Points are used lq improve 
your character's magic spells. New 
spells are acquired automatic ally 
as you rise in Experience Level, 
You may also acquire new spells 
while adventuring in the 
dungeon. Each spell can be 
raised to a maximum of level 1 2. 


Skill Points are used to improve 
Venn character's skills, New skills arc 
acquired automatically as. you rise 
in Experience Level. You may also 
acquire new skills while adventuring 
in ihe dungeon. Each skill can be 
raised to a maximum of level 12. 

(NOTE: Be careful how you spend 
your Spell Points early in the game 
or you may make a spell so powerful 
that you do not have the Maim 
Points to -cast it. You should go into 
the dungeon after spending a few 
Spell Points lo see how much Maria 
it will cost to cast your increased 
spells. Once you've increased a 
spell or skill and leave nhat screen, 
or die guild, vou trill not be able to 
take bac k points allocated to iL 
The points in the "pool 11 to 
distribute will always remain there 
until you spend them.) 

|he 

DUNGEON 

You will spend most of your time 
exploring the dungeon and uncovering 
ihe many secrets it contains. 

You are restored to full Health and 
Man a Points whenever you enter the 
dungeon through the TOP entrance. It 
you use ihe LOWER dungeon entrance, 
you will return to the spot where your 
character was Iasi saved (unless you 
died) hut you will not be healed. 
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When you enter the dungeon for the 
firs* time, you should dress Yourself. 
You’ll Olid clothing and equipment in 
vuLtr inventory chest, Click and drag 
die items lo the appropriate circles 
surrounding the outlined image on 
die right, Don't worn, ■ you can't put 
items where they doni belong. The 
lower left anti right corners should he 
used Fos insignia*, rings, amulets and 
medallions lu gel bonus statistics. 
The holding spot between the Feet is 
used to receive items from fellow 
puny members when playing on-line, 
if this spot is occupied, no one can 
give you items, 

THE 

TAVERN 

(Oni^OMY 

The Tavern uses the same visual 
formal ns the The Imagination 
Network Constant Companion#, 
Here you will find oilier players with 
whom you can t hat and decide lo 
form parties. Party formation takes 
place inside ilu j dungeon. 

From the Tavern you can chat with 
up to 10 players at a dine. Just click 
on the names of the players you wish 
to talk to. Players in the Tavern and 
the Guild Hal! have their names in 
color; players in the dungeon have 
grayed-oin names. 

When the chat box is active, von cait 
use the mouse to position ihe cunsoi 
in tilt text to edit it. You can also Lise 


the left and right arrows to scroll 
through your message. Press HQMF 
.nut END on the no menu, keypad in 
go in the beginning or end of a 
message, Hold clown the CONTROL 
(CTRL) key and press die left or tight 
arrow to go back one word or 
forward, L sc BACKSPACE or 
DELETE to delete letters. It' you use 
the numeric keypad, make Miir the 
NLM LOCK is off. 

The POSTS button brings up the 
Yserbius bulletin board where you can 
read and posl messages Lo fellow 
adventurers. 

The SORT button is used to separate 
players into smaller groups hv name, 
guild, race, etc. You ran then view* 
these sorted groups by using ihe 
si law SORT button _ 

The OPTIONS button allows you to 
customize your screen color, save 
your character, post a complaint, or 
leau 1 Ysei bins Iw returning in the Hie 
T magi Nation Network map or DOS, 

The PLACES button takes you back to 
die Yserbins map. 
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The Fates of Twin ton is The sequel to The Shadow of 
Yserbius. (he most sophisticated on-line multi-player rnlc- 
pbying game currently available. The stand alone version is 
the same game that you can now play at home or on-line. 
You create a diameter and journey either alone or as a 
member of :i multi-person pari} on The tmagiNntiun 
Network. Characters can be a member of one of eight races 
and si k guilds, os well as be mate or female and aligned walla 
harmony or i haos. You see the me from a first-person 
perspective as von journey through the halls and rooms in 
the volcano Ystr biu$ that overlooks the tiny town of Twin ion. 
The story behind the game is revealed slowly as your 
character advances in power and as you access hidden areas, 
of the volcano. 


THE 

FATES 

TWINION 


1 


There are three places you can go in The Fates of Twin bn 
Rrst b the Twin ion Tavern, where when on-line you can chat 
with other players and read and pusl messages. Second is iho 
Guild Half where you ran buy and sell items and spend (he 
points vou cam when you advance levels. Third is she 
Dungeon itself, where vou go adventuring. 
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When you cuter The Rite?; or I'winkm, 
you will see a picture of ;t vole mo, the 
Tavern, and the Guild Hall, Enter the 
volcano* Tavern or Guild Hall by 
clicking on its picture with the left 
mouse button. If you dick on the 
pathway at the bottom of the screen, 
you will exit to tire The I magi Nat ion 
Network main map when on-] hit- and 
when off-lme this will exit the game. 

The dungeon is inside the volcano, 
and there are two entrances. The top 
entrance (The Queen's Palace) is 
open to everyone and starts von oh' ai 
the top of the dungeon: if you ever die 
in [lie game, you must re-enter the 
dungeon through the top entrance. 
The bottom entrance (The Am sent 
Skull) takes you hack to the locution 
where yam character was last saved, 
but only if death has not occurred. 

THE 

G ALEE RY 

The Gallery is where you create 
and select the characters vou will 
use to explore Yserbius. If vou 
warn to use an existing character, 
click on the left and right arrows 
lor use your left and right arrow 
keys on your keyboard} u> scroll 


through tin- [>cu traits until you 
find i Sic character you want, 
nu n click cm the PLAY button 
or hit the KN I ER f return) key to 
play the last saved position dust 
character was hi. 

If you want to create a character, 
use the left and right arrows to 
find an empty slot, or click on the 
DELETE bmtuii while the portrait 
for the character vou wish to 
eliminate is on the screen. Saved 
games lor that character are also 
deleted. Hi rk on REPLACE to 
create a new charade] in that 
position, 

New players may want to click on 
HELP, which gives some important 
informs Li on about beginning the 
game. You can get information 
throughout the game by RIGHT 
clicking on various buttons, 

THE GUILD 
HALL 

The Guild Hall is where you allocate 
Attribute. Skill, unci Spell points. It .jIso 
contains a store where you ran buy 
extra equipment for your 
character and sell Items you 
Hud in the dungeon. Matty 
items found in the dungeon 
ramiot he purchased in the 
store, bill the shop owner is 
usually willing to buv items 
you want to sell. Items that 
are shown in red type cannot 
he used by member* of vain 
Guild, l \c the lil’Y button 
to purchase equipment and 
the SKI l. billion to ^ell items. 
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As you udvenunx- in the dungeomymi 
gain Experience Points. When you 
acquire enough points, you go up an 
Experience Level and you gain 
Attribute. Skill and Spell Points Lo 
spend on your charjun . You can gel 
descriptions of the Attributes, Skills and 
Spell s by right clicking on their i suites. 

I’he first screen in ilie Guild Hall shows 
how manv Expedience Points you need 
to rise to live next Experience Level.. 
Rises in Experience Level take place 
onlv after you leave the dungeon and 
eniet the Guild Hall. You will rise 
quickly in Experience Lewi early in the 
game anti then more slowly hter on. It 
is h good idea to know how many 
Experience Points you need to rise lu 
the next Experience Level. 

Attribute Points are used to increase 
your characters Strength. Defense. 
\gilitv and Initiative. (Your Dexterity. 
Health, and Man a rise automatic alh 
when you gn up a level,') You may assign 
Attribute Points as you wish, but 
eventually you will reach limits where 
points cast no longer be assigned to 
certain charaaeriHtifs. 

Spell Points arc- used tn improve your 
character's magic spells, New spells are 
acquired automatically as wuu rise in 
Experience Level. You may also 
acqt i i i e 1 1 ew spells while at Iventi 3 ri ng ii 3 
the dungeon. Each spell can be raised 
to a maximum of level ! 2. 

Skill Points are used to improve ymir 
character's skills. New skills are acquired 
automatical! v .vs you rise in Experience 
Level. You may also acquire new skills 
while adventuring in the dungeon, 
kadi ikiLL can be raided 10 a maximum 

□r level 12. 

(NOTE: Be careful how you spend your 
Spell Points early in the game. You may 


make a spell so powerful that you do 
iiot have die Maria Points to cast it. You 
should go into the dungeon after 
spending a few Spell Points to see how 
much maria it will cost to cast youi 
increased sptrlls., Eventually., vou will 
acquire all die spell and skill points vou 
will ever need. Here, only certain guilds 
get certain spells. Many q±ells have new 
powers here and require greater 
amounts of maria to east. ) 

THE 

DUNGEON 

You will spend most of your time 
exploring the dungeon and uncovering 
the many secrets ii contains. 

You arc restored to full Health and 
Mana Points whenever you enter the 
dungeon through the TOP entrance. 
If you use the LOWER dungeon 
entrance, you will return to the spot 
where youi 1 character was last saved 
(unless you died) but you will not he 
healed. 

When vou cm cr the dungeon tor the 
first littie* you should dress yourself. 
You'll bud clothing and equipment in 
your Inventory chest. Click and drag 
the items to the appropriate circles 
surrounding the outline image on the 
right. Don't worry - vou canT put 
items where they don't belong. 3 he 
lower left and right comers should be 
used for insignias, sings. amulets and 
medallions to get be mug statistics, 3 he 
holding spot between die feel is used 
to receive items from fellow- party 
members while on-line. If this spot is 
occupied, no one ran give you items. 
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THE 
TAVE R N 

fQAtGMVi 

The Tavern uses the same visual format 
as the The ImagiNaiion Network 
Constant Companion, Here you will 
Find other players with whom von can 
chat and decide to form parries. Party 
formation Lakes place inside the 
dungeon. 

From the Tavern you can dim will) up 
to 10 phves's at a time. Just dick on die 
names of the players you wish to iylk to. 
Players 111 the Tavern and the Guild 
Hall ha re their names 113 color, players 
in the dungeon have graycd-oui names. 

When the dial box is active, you can 
use the mouse to position the cursor 
in the test to edit it* You ran also use 
ihe left and light arrows to scroll 
through your message. Press HOME 
and END 011 the numeric keypad to go 
to the beginning or end of a message. 
Hold down the CON 1 ROT (CTRL) 
kev and press the Mi or right arrow to 
go back one word or forward. Use 
BACKSPACE or DELETE to delete 
letters. If vou use die numeric keypad, 
make suit the Nt'M LOCK is oil. 

The POSTS button brings up the 
Twin toil bulk tin board where you cm 
read and post messages to I VI low 
adventurers 

The SOR E biiuon is used to separate 
| j layers into smaller groups bv name, 
guild, race, etc, You can then view 
these sorted groups bv using the 
SHOW SORT button. 


The OPTIONS button allows you W 
customize your screen culur, save vc jljt 
character, post a complaint, or leave 
Twiiiion by returning to the The 
EmagiNation Network map or DOS, 

The PLACES butiuii takes you back to 
the Twin in n map. 


h XT * 


GAME 

CONTROLS 


THE 

MOVEMENT 

SCREEN 

The increment *neen in the 
Lipps'i left nn iR s t shows the 
forward view of ihe dungeon, 
Uiidei ibis view is ilk 1 [ex l box in 
which your physical descriptions 
of the dungeon and round h\ 
round descriptions of rnmbni 
appear. You can scroll through 
dialogue In using Lhc up and 
down buttons and pause h with 
the button that looks like a 
padlock. 

To review your character s game 
characteristics, click on youi 
picture with the LEFT mouse 
button (or use the F2 kev'i and 


then dick mi the STATS button. 
1 1 is always a good idea to know 
your current Health and Man a 
Point levels. 

The three spaces at the top right 
oT the screen are where other 
would-be members of your park 
appear if you were un-litie. For 
the solo version, these spaces arc 
empty. 

The figure under your character 
icon shows whm your character is 
c a r r v i n g a n ri w earing. Yo u r 
character can tarn a weapon and 
shield, wear a hat and bod) 
protection, and hold two small 
items (wands, dugs, amulets etc.b 

The chest in the left box undei 
the outline figure Is used lor your 
standard ! riven ton Items, You 
ma) wish lo keep items you 
actively use during 
play ( e u r a 
weapons, magic 
Lit'tn.s, etc.) hi the 
chest. There are 
Id spaces for 
Inventory Items. 
To view your 
i men lory, click 
cm the chest with 
the LEFT mouse 
butt o n . Sc Seel 
CLOSE w hen yon 
arc done viewing 
the contents. 
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The trash cats in the center is 
used to discard items. You will he 
asked to coil firm if you really wan t 
ro throw ouL the item you put 
there. Once the item is thrown 
out, you cannot retrieve it from 
the trash can. 

T3ie purple bag ill the right box is 
used lo hold the Quest items you 
find. There are 10 spaces For 
Quest Items. Click on the purple 
hag with the LEFT mouse button 
to bring up its contents. You can 
IVeelv move items between the 
chest and purple bag, and you 
can use Stems in either place 
during com bat. Using and 
manipulating items is explained 
in i hr combat section. 

Under the figure are four action 
bu Uons; 

1) The MAP button calls up an 
overhead map of the dungeon. 
The number 5 on the numeric 
keypad also brings up this map. 

2 ) The BOOK button calls up 
your known magic spells. The 
number next to the sped name 
indicates how much man a it costs 
to cast die spell. 

3) The HAMMER button calls up 
your current skills. The number 
next to ihc skill indicates its level. 

4) The GAME bn unit calls up game 
options* which allow you to save 
your char act E n , leave the game, and 
control the sound r music and 
animation s. 

When you bring up the MAP 
screen, six buttons will be 


available for movement control 
These buttons allow vnti to move 
forward or backward* lo the left 
or right, and lo mru HU degrees 
the left or right. 



The movement buttons are 
activated either be clicking on 
them with the mouse or by using 
1 1 ii j arrow keys (up F down, left and 
light movement}* or the numeric 
keypad (7= turn left. 8 = move 
forward, 9=turn right, 4- move 
left, 6~ move rig fit, 2= move back). 
The 5 kev is used lo bring up the 
overhead map of the dungeon. 

PART I E S 

You travel ihrougli ilic dungeon 
alone in the solo version. When 
you sign up with The ImagiNation 
Network to play l!ie jfdme on-line, 
you can join up with other players 
from across the country to 
explore Yserbius oi Twinioit and 
have A bet tei chance to survive 
the volcano's deaf.llv pu//.les. 
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THE 

ENCOUNTER 

SCREEN 

When vou rn lct a spate containing 
monsters. the enc on nttr screen 
appears. A picture of the lead 
monster appears over 1 the forward 
view of ilit* dungeon, The right 
side of the screen shows your two 
hat Lie formations. 
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Small pictures of the monsters 
you encounter appear in the top 
sex boxes, and your pi dure 
appears hi one of the bottom six 
boxes. Numbers under the 
pictures of the beings you 
encounter indicate how many are 
in each position. The number 
under your picture indicates your 
current Health level* 

The RGHT button (the crossed 
sword and axe) begins a fight. 
The FLEE button (tile boot to the 
right of the pictures) gives you .l 
chance to escape combat. You 
may attempt an escape at the 
beginning of any combat Round, 
but your chances are greatly 
reduced depending on your 
abilities versus die monsters. 


COM RAT 

If you initiate a Rghi or you are 
forced into on l\ you remain irs 
combat until one side or the 
other is defeated or flees. 

You and your opponents use the 
same battle formations. There are 
four opposing boxes dial form the 
front row of each battle formation; 
the two boxes behind are die buck 
row of the formation. You may only 
occupy one of the four 
Ivoxes in the from row; die 
buck two may be used only 
when yon arc on-line and 
playing with at least one 
e __ oil icr adventurer Moi isle is 
g can occupy all six Ixixes, 

You can move to another 
position by LRFT-clicking 
on an open space and then 
selecting the action you wish 
to perform. Hu; move cake^ 
effect at the end of rhe 
current Round of the encounter. 

The GAME option button turns 
into a brown bag during combat 
You gain access Lo ih e magic 
items in your inventory by 
clicking on the leather bag with 
the LEFT mouse button. To use 
an item in your inventory during 
combat* click on it with (he 

RIGHT mouse button* The 
weapon you wield determines 
which enemies you can attack: 

1) Short-Range Weapons: These 
include swords, dubs, hammers, 
and axes. 

2) Long-Range Weapons: These 
include stalls. Spears and halberds. 
These weapons can be used to 
attack enemies in either row. 
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3) Missile Weapons: These 

include slings and bows which 
shoot arrows at the enemy. They 
can be used against enemies in 
either row, 

Magic spells ean he cast at any 
time. The nature of a spell 
determines if u affects an 
individual, a group, or all l lie 
enemy. Note that some spells 
(c.g. h Refresh and Energy Field) 
are used to protect whole parties 
in the on-line version. You will 
not he able to use the Resuscitate 
spell hi the solo version, because 
it can he used only on a dead 
character in a party. 

Many weapons contain ;t limited 
number of magic spells. The 
weapon will act like a 
normal weapon if you 
cam 7 it in your hand. II it 
contains magic spells, it 
will also show up in the 
teat he r bag d 11 ri i lg ba tile * 
and you may RIGHT-dick 
on it to cast the spell. 

Once the spells are used 
up* the weapon behaves 
like a normal weapon* 


empty combat position in the front 
row by clicking on die new position 
before making your combat action. 

You also have one Other available 
action in a Round: Flee, If die flee 
attempt succeeds, you elude the 
enemy and die combat ends. 

To cast a spell or activate a skill, 
dick on the Book 01 Hammer icon 
with the LEFT mouse button. Then 
click rm i he spell or skill with the 
LEFT mouse button to cast activate 
it. You will be prompted if you must 
target the spell skill. Move the 
white crosshairs to the picture of 
the intended target and click the 


SELECT SKILL TO USE 
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Combat takes place in 
Rounds. In a Round, you 
can perform one action. 
Actions include: 

1 ) attacking with a weapon, 

2) casting a spell. 

S) using an object in your 

fnvmtoiy or puspk bag, and 

4) activating a skill. 


SELI 

ECT SPEU TO COST 
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Heal - SO 








| max ^ lf* 1 

True Seeing - fi 





A weapon attack, magic spell or 
object usage takes place in the 
Round it I* selected. A skill 
becomes activated when selected, 
bm you cannot also attack with a 
weapon or spell in the same 
Round. You can move to an 


LEFT mouse button. You will he 
alerted when you have completed 
vour action for the round. 

Once you have prepared your action 
for the Round, the combat Ix^ginS. 
All actions by both sides are then 
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resolved by Initiative level. wish the 
highest level charade] /enemy 
going first and Llif rest going in 
descending order until all actions 
are completed. The text box 
describes what happens during die 
Round- 

Man v monsters in the dungeon 
cam 1 booty. 11 you defeat the 
monsters, you will be shown what 
objects ihrv had. You can move 
1 1 lose objects huo your inventory 
if you have room, 

DEATH IN 
THE 

DUNGEON 

Inevitably, you will die at some 
lime hi the dungeon. Your 
character is automatically saved 
and you ate booled out of the 
dungeon to the main screen. You 
do not lose experience points 
when you die. You come back to 
life at full Health and Mauawhcn 
you enter the Lop dungeon 
entrance; you mil not be able to 
use die lower dungeon entrance 
to re turn to your Iasi position 
after you die. 


INVENTORY 

Your inventory consists of the 
items you wear (weapons, shield, 
tuc.b your Inventory hems, and 
\our Quest hems. You can have a 
maximum of 6 worn items and 4 i(l 
items in your clu-sr and purple 
bag. To leant the name of an 
object, click on ic with the LEFT 
mouse but urn. 


INVENTORY ITEMS 
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CLOSE 


If your inventory is full when you 
find another item you want to 
take, you must discard an item 
being worn by your character or 
from your inventory before you 
ran take the new object. You can 
discard items you don't want b) 
placing them in the trash can. 

An extra holding spot exists 
between, your feet. Items being 
held here do not offer you any 
bonuses, but if they are usable in 
combat they will appear in the 
purple bag. Note that while 
playing on-line, the bolding box is 
used for transferring items 
between characters in a party. 

Many monsters carry boot: or 
guard treasure. If you defeat 
monsters carrying booty, you will 
see what hems they left behind 
after the combat cuds. Booty 
appears in five boxes under your 
normal I men ton 1 Items. You can 
drag booty items into votir 
inventory or bag, or give them to 
other players. You may need to 
discard items in your inventory 
before taking booty. When you 
CLOSE the Inventory' screen, any 
excess booty is discarded. 


i XVI 1- 


; 

. 



( -eninries ago, Twin ion was a thriving and 
prosperous port city", ruled by the human Galabryan 
dynasty. The Galabryan kings welcomed all races 
and Guilds to die island, and the people lived in 
peace under the benevolent protection of the court. 


THE 


WORLD OF 


YSERBIUS 


AND 


TWINION 


A great and ancient wizard, Arnakkian Slowfbot, was 
lured bv the Galahryan kings to the island. In 
exchange for his use of magic Lu benefit the royal 
line, Armikkiaii wsis offeree! a great castle near the 
sea. At first, all was well and Twinion flourished and 
gained world renown, 
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Then Hie evils began. Strange, 
misshapen beasts were spotter! on 
the island and it became 
dangerous to wanrler mils kit the 
city after nightfall. Arnakkian 
began recruiting 'his own troops 
from among the distant Snow 
fives and soon had an elite palace 
guard who frequently dashed 
with the king s soldiers. The good 
king Leowyn Galabryan was 
assassinated ai>d his w eak- minded 
son Then wave n became king. 
The wizard Arnakkian soon 
gained complete control over the 
p r o H i ga 1 e T h e o w aye n an d 

became the real ruler of the 
island in all but name. 

Twinion might have disappeared 
From the annals of history under 
the cruel reign of Thee way en and 
Arnukkian, but nature intervened. 
No one knows quite what 
happened that fa tc fnl night, but 
the legend says that Aruakkiau’s 
eldritch magics caused [lie 
volcano eruption that almost 
engulfed Twinion in lava. The 
wizard's relentless search for 
immortality, h is said, led him to 
lest the preternatural powers of 
die Elemental* 

On the night of the catastrophe, 
Arnakkian threw a great Feast, 
inviting all the most important 
citizens of the island to his castle. 
He enchanted his guests with 
intriguing games (for the ward 


had a passion For such intellectual 
challenges? and with magic l eats. 
His boast was that lit: had 
defeated Time itself and was 
about to become immortal. 

No one knows quite what 
happened that night because no 
guest returned to report what 
happened. Tt is rumored that 
Arnakkian had trapped an 
Elemental and tried to force it to 
obey his will. Somehow the 
El emeu ltd broke free and 
unleashed Fountains of hot 
magma, burying Arnakkian’* 
palace and in the process almost 
destroying the rest of Twinion. 

The volcano Yserbius remains 
active in the present, and its 
relentless furies (most of them 
subterranean, thankfully) make 
die roiling waters around Twinion 
almost un navigable. The island is 
all but cut off from the mainland. 
The residents still manage to eke 
out a living on the island, bin liJe 
is very difficuh- 

T win ion might have sunk into 
oblivion had it not been for the 
last of the Galabryan kings. 
G leowyn die Cruel. Cleowyn had 
visions of restoring the island to 
its glory and set about 
investigating Lhe secrets of the 
great volcano. He recruited the 
"earth wise’ 1 Dwarfs to mine the 
riches of gold, silver and jewels ici 
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the volcano, and he had them 
carve out a palace for himself in 
the top section of the volcano. As 
his personal riches grew, so loo 
did Cleowyn'* paranoia and 
cruelty. He distrusted all peoples 
and filled his palace with pitfalls 
and traps to catch any intruders- 
He tortured people relentlessly as 
he tried to worm out the last hits 
of in formation he could learn 
about Arnakkian, 

One night, Cleowyn's wail of 
despair was heard across the 
island, and the people rushed to 
the palace to see what had 
happened. It was empty. The 
king, his court, his guards, the 
Dwaif miners, and his prisoners 
were all gone. Some sav Cleowyn 
had managed to open a passage 
to the buried remains of 
Arnakkian's castle and had 
unleashed the dead spirit of the 
wizard ur perhaps even the 
Elemental 

Rumors of the vast riches 
accumulated by Cleowyn and the 
arcane magics of Arnakkian lure 
the natives of Twinion to try their 
luck in unraveling the secrets of 
the volcano. Few return from the 
quest a five. Most die in the 
convoluted mazes of the volcano 
and some... Well, the islanders 
say. some have managed to 
survive the rigors of the volcano 
and are never seen again. Where 
these few wind up nobody knows. 


Eventually, lie rues of Yserbius 
reached the depths of the volcano 
and conquered the evil dine 
Elemental En-Li-Kil. Tim ended the 
vile, writhing volcano s fury, and 
allowed adventurers ways Li> new 
explorations. 

Time passed quickly after En-Li- 
Kils demise. Many of Twin ion's 
inhabitants still traversed the 
dungeons of Yserbius, searching 
for some wav off the isolated 
island. One day, in a flash of 
magic, a sorceress appeared in 
the midst of the townspeople. So 
was marked die return of Aeowyn, 
daughter and sole offspring of the 
late King Cleowyn, who had come 
to reclaim the Galabryaii Lino tie. 

Long had she been away from 
Twinion* off on distant mainlands 
learning arcane magics and arts. 
She had returned only to find her 
father's tomb, and the volcano 
Yserbius dominating [he islanders 
beliefs and fears. After being told 
the history of Twinion in her 
absence, Lhe death of her father, 
the battle of En-Li-Kil and 
Arnakkian, and En-Li-KilN ultimate 
destruction, she felt a certain 
responsibility for the inhabitants’ 
woes. It was then that she 
proclaimed herself Queen 
Acowvn of Twinion, and began 
using her powers to build her mm 
palace alongside her father's in 
the great volcano. 


XJX * 


During her magical enchantments 
to carve out this palace. Apowyli 
im covered two ancient scrolls 
signed by Amnkkian Slowfoot cm 
which he recorded his raped men is 
and his search for i minor tality. 
The scrolls derailed his efforts in 
trapping the Time Elemental, En- 
Li-Kil, and how he tortured the 
Elemental into revealing secret 
wavs into the I owes rleptl is. under 
Twin ion- There were mention* in 
i he scrolls of how En-Li-Kil was 
servant for the Dralkamm, five 
guard ia n s who protect a magical 
gateway - described as the Portal 
of Time - deep under Twin ion. 
The last entry on ihe scrolls 
revealed ArnakkiaiVs proud claim 
that he had found a way imo this 
area. Unfortunately, the wizard 
never enjoyed Ins success, lor the 
llralkariuns Freed En-Li-Kil from 
his bonds in wreak havoc and 
revenge upon his captor and all 
those who dared seek this mystic 
Portal, 

From these scrolls. Aeowyn 
learned that Yserbuis was merely 
the pinnacle of a great 
underground maze leading to the 
gateway which opened a 
multi verse of dimensions. 
Aeowyu s uwn searches led her 
through an elaborate system of 
dungeons and labyrinths that 
none had known existed. During 
her explorations she encountered 
an ancient race of elves who 
dwelled in these dark places of 


i lie earth. From therm she came 
Lo understand the full meaning of 
Arnakkian's scrolls and the 
immense power she could acquire. 

These dark elves, who Aeowyn 
came tu know as the Night Fives, 
warned her that any would-be 
heroes, -even those who had dared 
to destroy En-Li-Kil r would suffer 
dire consequences if they 
attempted tn face the Dralkarians, 
The eldest leaders of ihe dark 
elves told Aeowyn about the many 
traps and evil monsters that had 
been *ei up to keep outsiders 
awav from the Pnrial far below. 
These Might Elves imparted some 
of their ancient prupherie* and 
beliefs to Acowyn. which she was 
able to piece together as ihe 
method for getting past the 
Dial kalians and reaching the 
Portal of Time. 

To acquire possession of the 
Portal of Time, Aeowyn designed 
areas inside Vser bills where she 
could test new adventurers and 
find the Champions who would, 
iin knowingly, help her. Aeuivui 
sent uu I a charier requesting any 
who sought advent ure to come 
and face her nests. Those who pass 
her tests, she said, will become 
her (’ham pious and will be richly 
rewarded tor their services. 

Who knows what reward awaits 
the C ’hampions If they succeed... 
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Eight intelligent races coexist on the island ol Twinion. Each race has 
slightly different beginning characiyi; attributes. 


HUMANS ORCS 


Humans are f] rsi cousins to ores,' 
Humana have average attack and, 
defense strengths* and they 
initially have less magic ability 
than most other races. Humans 
are arguably the most adaptive 
people on Twin ion, and they can 
be found working funm, running 
shops, and ven luring deep inside 
the dungeon. Some humans 
prefer a solitary existence, but 
most are social and enjoy mixing 
with all other races and Guilds, 
Humans are the standard by which 
other races evaluate their abilities. 


Ores are first cousins of humans* 
Ores, being slightly taller and 
heavier honed, are stronger than 
' tli e i r h u m a n con si] i s and c: a 11 
endure more punish merit in 
.combat. While they have age-old 
experience with die workings of 
magic, their balkiness often 
makes them sitting ducks when 
attacked bv offensive magic. 
Continued slurs against them 
have made most oris taciturn and 
wary of other peoples - except 
gremlins, to whom the) show 
i e mat ka ble af l a I j i I i tv. 
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ELVES 

Fjvos are first cousins of trolls- 
They tend to bo tall and thin- and 
therefore are less robust in 
physical combat. They are adept 
at magic and know well how to 
defend against magical attacks. 
Their love of nature and the 
outdoors makes them natural 
Rangers, and thee usually p re lei 
bows to heavy hand weapons. 
Though thev lend to prefer their 
own kind, the) will work with all 
oth e i' rates. 1 1 ic I cgci ids a bom die 
mutual dislike between dwarfs and 
elves are somewhat overstated, 


TROLLS 

Trolls are first cousins of elves, 
and there is a certain loathing 
between these cousins. Trolls are 
as tall as. elves, but they arc 
Inn’ll ter and prefer hand weapons 
to bows, They are noi as 
proficient in magic as elves, but 
they are slightly better at it than 
most humans. Where elves prefer 
the outdoors, trolls prefei the 
darkness of caves. Main can he 
found in the Twin ion dungeon. 
Many unkind jokes have been 
made about troll intelligeiice, and 
trolls bear such impudent humor 
with remarkable patience. 


D WARF S 

Dwarfs are first cousins of 
gnomes. Though shorter than 
humans, they are much, much 
stronger and they make excellent 
fi K h ters. They prefer heavy 
hammers and delight in smashing 
their enemies flat. Except as 
Wizards, for which they are 
renowned, most dwarfs have only 
average magic ability, and. like 
ores, their stockinets makes them 
more ready targets in magic 
a ttacks, Most dwarfs in t win ion 
have given up rheir legendary 
metalworking to settle in as 
soldiers and adventurer#* Their 
gruff sense of humor is usually, 
but not always* appreciated by die 
varied citizens of Twiriipn. 


GNOMES 

Gnomes are first cousins of dwarfs, 
fhev are smaller than their 
cousins, but they lung that they are 
still heads above die ha III Lugs. They 
are not quite as robust as dwarfs h 
but they are stronger than humans. 
Gnomes are perhaps the most 
serious of the peoples On Twiniom 
and many have gained great repute 
as Clerics and Wizards, t monies 
art considered somewhat 
enigmatic by many, perhaps 
because they use so many ancient 
gnomish adages and poetic 
references in their speech. Their 
pr ide makes diem seem aloof, but 
they have repeatedly proven their 
loyaltv in rimes of danger, 
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HALFLINGS GREMLINS 


ITalflmg* are first cousins of 
gremlins. 1 heir diminutive size 
has pul the eh at a distinct 
disadvantage among the larger, 
stronger races on Twin ion. What, 
they lack in strength h however 
they more than make up for in 
cunning,, and some of the most, 
notorious Thieves in Twin ion 
history were half] mgs. They have 
an excellent sense of humor and 
are as ready to make fun of 
themselves as they are of anyone 
else. Most haliluigs slug very well, 
and their abllin to spin interesting 
yarns has made them very popular 
among parties venturing into the 
menacing dungeon. 


Gremlins are first cousins of 
hal flings. As the smallest race on 
Twininm they at first appear to be 
natural victims for bullies,, but 
bullies soon learn the sting of 
gremlin magic and leave them 
alone; Gremlins are often found 
in the company of ores; indeed, 
gremlin magic and ore arms make 
Tor a powerful fighting unit, A 
certain amouni of coaxing may 
cause a gremlin to La Ik about his 
people, but they are, as a rule, 
tight-lipped about themselves* 
They are without doubt the most 
secretive of the peoples on 
Twiniou 


THE GUILDS 

The Guild indicates the career your character will Follow in the game. 
Each Guild offers different iiiiiial skills and magic spells. 


BARBARIAN 

GUILD 



Barbarians arc known lor their 
great strength and combat 
abilities. Their ability to absorb 
damage makes them ideal for 
limit-line duty in combat. They are 
experts with dubs and axes, anrl 
the}" prefer light armor and shields 
that do not restrict their cutting 
motions. Having favored athletic 
conditioning over academics, they 
arc slow lu learn magic. However, 
they are single- mi tided in their 
pursuit of enemies, and they are 
-sometimes known to lapse into 
berserker mode, during which 
they in flirt extreme physical 
dam age on a 1 1 e is e rn y w h i k j 
disregarding injur ) 1 they sustain. 


KNIGHT 

GUILD 
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Knights are well-rounded fighters 
and fair magic casters. While not as 
strong as barbarians, the\ have the 
staying power to hold a front line 
position in combat. Knights are 
particularly efficient with swords, 
and their overall strength and well- 
proportioned physiques allow- them 
to use iii l types of armor. Their 
command of military tactics makes 
them excellent leaders, and the) 
often direct orders to their 
comrades while whacking away at 
an enemy. Their ability to bind 
minor wounds during combat is of 
immense benefit. The most 
renowned knights, just by appearing 
on the battlefielck have been known 
to intimidate their enemies into 
turning tail and fleeing. 


L 
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RANGER 

GUILD 
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Rangers, while renowned for rlieir 
arc he n\ can wield an impressive 
array of weapons. While their 
years ol survival in the wilderness 
have given them the stamina lu 
withstand hand-to-hand combat* 
they much prefer to stay in the 
back row to lire their bows, and 
they wear lighter armor that does 
not impede their Ei re power. They 
have an excellent command of 
magic, ranking jnsi behind clerics 
and wizards in power. Their 
outdoors training Ims i a tight 
them to lead tracks and so dele* i 
the presence ol lurking beasts and 
aniljusheis. A skilled i ■anger can 
w r eavc in and out of battle easily 
and will often deliver a telling 
blow to an enemy who thinks 
himself safely out of harm's reach. 


THIEF 

GUILD 


, a au*" 
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Thieves Imve earned a reputation 
for treachery and deceit among 
town folk, and, indeed, their 
abilities to adeptly pick locks and 
pockets make them dubious social 
companions. However, these same 
skills, along with their uncanny 
ability to detect traps and secret 
doors, make thieves invaluable : tl lies 
in the treacherous corridors of the 
dungeon. They arc not the best of 
physical fighters, and the light 
armor they favor cannot absorb 
much damage. To offset these 
disadvantages, thieves usual] v leans 
mans defense spells early on. They 
rise quickly in abilities, but then 
taper off at higher levels. To effect 
the negative image of thieves, their 
Guild has encouraged its members 
io acquire the line arcs of the hard, 
hills knowing iluil music weavers its 
own magic by lulling llie enemy and 
distracting them during combat 
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CLERIC WIZARD 
GUILD JpUILD 
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Cleric* arc well -be loved magic 
casters, generally using then 
spells and skills to cure the sick 
and weak. While they are by 
nature defensive in their use of 
magic, they can be ferocious 
combatants when aroused* and 
can wield their weapons most 
effective It. A favored few are 
instructed in the martial arts, and 
team to manipulate exotic 
weapons of far lands most 
vicious! v- The sanctity of their 
profession offers two distinct 
advantages in combat. Their 
numinous nature handily deflects 
low -Older magic, and their pious 
meditation allows them to fall 
into a light reverie in the midst of 
combat and regain Man a. 


Wizards arc the masters of magic in 
all its forms. They quickly grasp 
the essence of all types of spells 
and quickly grow proficient in 
casting them. However* since they 
nurture intelligence before 
physical] ty T they prove rather poor 
fighters, SUit, a wizard is not 
welcomed into the Guild until he 
or she exhibits above average 
competence with the quarlemaff 
and the endurance to withstand 
considerable physical abuse. The 
concentration acquired by learning 
to wli h stand punishment allows a 
wizard to channel maim more 
efficiently when casting and lu fall 
into a deep trance during combat 
so as to restore lost Man a. Many of 
the secrets of the dungeon have 
been revealed to wizards who 
studied the arcane lore of the 
runes, which were used by ancient 
peoples in their messages. 

NOTE: Each Guild has its own 
distinctive color. These color* 
and Guilds are: brow n (barbarian L 
vellow (knight), green (ranger), 
red (thief), blue (cleric) and 
purple (wizard). 
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ALIGNMENTS 


Alignments represent basic philosophies of life. Your align mem can 
have occasions*! implications on lie ms you can acquire and use, as well 
ns c ertain areas of the game you should or should not enter. 


HARMONY CHAOS 


Those who follow the way of 
3 larmony believe in the basic 
o id er and stability of the 
universe. They view rite deities 
as benevolent and wise and all 
peoples as honest and virtuous. 
They recognize the role of evil 
in life and are dedicated to 
removing it - or at least to 
minimizing its effects on 
peoples' lives. Those who are 
one with Harmony are usually 
u u pretentious and very 
generous by nature. 


Those who follow the way of 
Chaos believe the universe is 
basically inchoate and incapable 
of being understood by mere 
mortals. They view the deities 
as aloof and indifferent and all 
other people as self-centered 
and ungovernable. They know 
thar those who believe thaL 
good will inevitably triumph are 
shortsighted* and while they do 
not intentionally art evil, they 
are accustomed to evil I happening 
to therm Those who live by the 
code of Chaos are usually 
independent: and fore thoughtful. 
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MAGIC SPELLS 


\t;igic s]u*lls fall iuiu three categorfes. Auark spells (shown in red) 
damage ihe enemy. Some tnuic k spells affect one enemy, some affect a 
group nl enemies, and some affett all funnies., Defense spells (shown in 
green) offer protection from murk. Modifier spells {show in blue) atTeel 
your abilities. 

Spells cost Malta to cast. Over time, yom spells Avill become increasingly 
more powerful and will cost more Mana to east. You will be warned if you 
do not have enough Mana to cast a spell. If you have no Mana. you 
cannot rust any spells. 

Mote that spells cast on monsters and rogues that modify 1 them or pm 
debilitating states on them will last throughout a eombuL 

You may notice that, while modifier spells have longer durations at 
higher levels, defense spells have shorter durations at higher levels. The 
defense spells known to residents uJ Twinioti at tliis point in time are lar 
less effective than other spells known to the outside world. 


ATTACK SPE US 


Backfire 

Knrklirc is tisrd agmn.M. tnic enemy 
magic raster The spell mav cause 
the enemy's next attack spell to be 
reduced in effectiveness or to 
rebound on the caster. As the 
spell increases in level, k becomes 
more likely to cause a backfire. 
Back lire is an expensive spell to 
cast, but it call severely reduce 
ckimugc: I mm magic. Make sure that 
the enemy you select uses magic, or 
the spd) will lx: wasi edL 


Blast 

Blast is used against one enemy, 
Ir creates a powerful explosion 
1 3 l a 1 causes e \ te n s i ve da n i - ige i o 
ilie target, Vs die spell increases 
in level , it causes more damage. 
Blast is an expensive spell to cast. 

CONTRU L 

Control changes I lie allegiance of 
f he enemy to your side and causes 
them loauaek their former allies. 
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As the spell increases in level, it 
controls more enemies. A I levels l 
to ft, it affects one enemy. At levels 
7 lo II, it affects one group of 
enemies- At level 1% it affects ail 
the enemy. Control is an 
expensive spell lo casi, especially m 
its highest level, but k can give you 
time to heal yourself while the 
enemy light among themselves. 


Curse 

Curse is used against one group 
of enemies. It temporarily 
reduces the enemies" physical 
combat capabilities and ihe 
damage they cause, ft does not 
affect enemies casting magic. As 
the spell increases in level, it 
makes ihe enemy even less 
effective in combat. Curse is 
moderately expensive to east, but 
it can turn even the most 
powerful enemies into weaklings. 


Death Darts 

Death Darts attack all enemies, A 
barrage of barbed missiles cause 
massive damage to all opponents. 
As the spell increases in level, it 
causes more damage. Death 
Darts are very expensive to cast. 


Dissipate 

Dissipate attacks one group of 
ghosts or unde ad. It causes 
damage to ihe dead enemies and 
js particularly useful against those 
tin dead (hat are difficult to hit 
with weapons. As the spell 


increase* in level, it causes more 
damage, and starling at level 5, it 
prevents mi dead from paralyzing 
party members. Dissipate is 
inexpensive to casu 


Fireball 

Fireball attacks one group of 
enemies. A ball of fire bounces 
hack and forth among die enemy, 
causing great damage. As ihe 
spell increases in level, it causes 
much more damage. Fireball is 
very expensive to cast. 


Hail 

Hail attacks all enemies. A cloud 
appears above the enemy and 
pekers them with large hailstones, 
causing limited damage. As the 
spell increases in level is causes 
moderately more damage. I tail ls 
one of ihe least expensive spells, 
but the damage ir causes is 
modest. 


Lightning 

Lightning at lacks a single enemy. 
A flash of lightning strikes the 
enemy, doing moderate damage. 
As the spell increases in level, it 
does moderately more damage. 
Lightning is inexpensive to cast, 
buL the damage it causes is 
modest. 

Petrify 

Petrify temporarily turns one 
enemy to stone, 
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While petrified* the enemy is 
unable to attack. Petrify is 
inexpensive to cast. 

Poison Cloud 

Poison Cloud smacks one group 
of enemies. A venomous cloud 
envelops the group and does 
limited damage when it first 
poisons them, The poison 
continues to reduce die enemies 1 
] lealtb until it is removed. As the 
spell increases ill level* h causes 
more damage. Poison Cloud is 
moderately expensive to cast- 


S tor M Wind 

Storm Wind attacks one group of 
enemies. Violent winds do 
moderate damage to the enemy 
As the spell increases in level, it 
causes more damage* Storm 
Wind is inexpensive to cast, but 
the damage it causes is modest, 

DEFENSE 

SPELLS 

Aura 

A glowing sphere encases you* 
temporarily absorbing damage 
from magic attacks and improving 
your Agility. As the spell increases 
in level P it absorbs more damage. 
It protects your Whole party when 
playing on-line With oilier player. s. 
Aura is inexpensive to casL 


Energy Field 

The field absorbs damage from 
physical attacks. As the spell 
increases in level. It absorbs more 
damage. It is most useful when 
plaving tin-line with other players 
because it protects your whole 
party. Energy Field is moderately 
expensive to cast 


S H I E L D 

The magic shield appears in front 
of vou and absorbs some damage 
from physical attacks. As the spell 
increases ill level h is absorbs more 
damage. Shield is inexpensive 10 
casL 


Light Shroud 

A shroud of pure light forms 
around you and absorbs physical 
damage from ghost and i indead 
attacks. As the spell increases in 
level, it absorbs more damage for 
a longer time and prevents the 
undead from inflicting such 
physically draining effects as 
poison and paralysis* Light 
Shroud is inexpensive to cast, 

MODIFIER 

SPELLS 

R L E s S 

This benediction temporarily 
increases your effectiveness in 
combat. As the speQ increases in 
level, it increasingly enhances your 
Attributes for a longer lime. Bless 
h modeiutdy expensive to cast. 


* XXX * 


Cure 

Cure removes such debilitating 
effects as poison, paralysis., and 
pel rill cat ion. As [he spell gains in 
level, the chances of removing 
debilitating states increases in 
likelihood. Cure is inexpensive to 
cast. 


H E A L 

Heal restores Health to vou. As 
ihe spell increases in level, it 
restores more Health. At low 
levels, the spell is inexpensive to 
cast, but it becomes mod era tel y 
] s it n e expe n sivc at 1 3 igh e r 1 eve 1 s. 

Refresh 

Refresh is not as effective as the 
Heal spell, but it can be very 
useful tinting combat when you 
are low on mana, Refresh is an 
expensive spell to cast. It is 
primarily useful when playing on- 
line with other players, because it 
afreets all party members. 

Resist 

Resist temporal ih enhances your 
res i si a nee to enemy magic by 
reducing damage and increasing 
Agihiv, As the spell increases In 
level, it lam longer, decreasing 
damage from magic attacks and 
making the member more 
r a pal >1 c of res ssti 1 ig a spel 1 - Resi si 
h moderately expensive to cast. 


Teleport 

Teleport allows you to leave the 
dungeon. Et can be cast only 
when you are not in combat. 
Telepur l is expensive to cast at 
lower levels, hut becomes very 
inexpensive at higher levels. If 
you l We port out nf the dungeon, 
you um re-enter Lite dungeon at 
the point where you left, TV you 
use the LOWER dungeon 
en Lnince. 


Resuscitate 

Resuscitate is useful only when playing 
on 4 ine with other player. Ii affects 
one member of your party. It restores 
a dead party member to life with 
reduced Health lujc! limited Mans. As 
the sj'iell increases in level. it restores 
more I lealih and Mann to the revived 
p atty member. Resuscitate is the most 
expensive spell tocasL 

True Seeing 

ITue Seeing allows you to detect 
hems of interest in the dungeon, 
which are shown 011 the small 
overhead map- The spell lasls 
until you move. As the spell 
increases in level, the radius ui 
detection expands in all 
directions. True Seeing is 
inexpensive to cast 
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SKILLS 


Each Guild lias four unique skills associated with it, You acquire these 
Guild skills automatically as you rise in Experience Level You will also 
learn some skills from the five oilier Guilds, and if you are lucky, you 
may acquire other skills in the dungeon* 

Barbarian Guild skills are shown in brown. Knight Guild skills arc 
shown in vellow. Ranger Guild skills are shown in green. Thief Guild 
skills are shown in red. Cleric Guild skills are shown in blue. Wizard 
Guild skills are shown in purple. 

Skills either work automatically or must be used. Skills that work 
autoinadtaily - such as weapon skills - are .shown in a darker tint of the 
Guild col os , These skills take elicit irnmediatelv once they are 
acquired. Some of these automatic skills are effective only when you arc 
the 1 cade i of n party. Others take effect only if you are using an 
appropriate weapon type. 

Skills that must be used are shown in a lighter tint of the Guild color. 
You must actively select such a skill in make it work. During combat, it 
takes one Round to select a skill 


BARBARIAN GUILD SKILL S 


Athletics 

Athletics are a basic part of the 
Barbarian Guild * training and 
include proficiency in boxing, 
wrest ling, and gymnastics, They 
improve Agility and Initiative. 
This skill is automatic and takes 
effect as soon as it is learned. 


Clubs/Ax e s 

Clubs, Axes are the weapons of 
choice for the Barbarian Guild. A 
person with this skill has increased 
Strength and does more damage 
when wielding an club or axe. 
This skill is automatic and takes 
effect when you are armed with 
the appropriate weapon during 
combat. 
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Berserker 

Berserker is a form of madness 
that is encouraged by the 
Barbarian Guild, A fighter 
becomes increasingly more 
destructive in physical combat 
when this madness is invoked. 
However, there is a tradeoff, for 
rhe berserker is less concerned 
about defending his/her person 
and Lakes more damage from 
physical attacks. This skill must 
be selected and can be used only 
during combat. 


P U RSUIT 

Pursuit Is (he ability to deter 
enemies from fleeing from a 
co in bat. As a barbarian becomes 
li better warrior, he/she lias a 
better chance of preventing the 
enemy from escaping. This skill 
must be selected and can be used 
only during combat. 


KNIGHT 

GUILD 

SKILLS 

Leadership 

Leadership is one of the basic 
requirements for a knight. It 
gives a knight a better sense of 
battle tactics and makes attacks 
more efficiently, h increases your 
Strength, Defense and Initiative. 
This skill must be selected. When 


you play on-line with other 
players, tills skill affects all party 
members in combat when yon ave 
the leader. 


Fencing 

Fencing is taught to all knights 
because the sword is the preferred 
weapon of the Guild, A person 
with this skill has increased 
Strength and does more damage 
when brandishing a blade 
weapon. This skill is automatic 
and takes effect when you are 
armed with the appropriate 
weapon during combat. 

Binding 

Binding is the ability to heal 
minor wounds by using whatever 
items and herbs are at hand 
during combat. It restores a 
l i mit eel su 1 1 nun t of Heal th . Th is 
skill must be used, and the target 
of the healing must be selected. 

It can be used only when you are 
in combat 


Intimidate 

Intimidate is the fame acquired by 
a knight for his/her many feai$ of 
chivalry. The fame of a knight is 
known in intimidate all 
opponents, causing them to 
attack more slowly and to flee 
more readily, This skill must be 
selected and can be used only 
during combat. 
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RANGER 

GUILD 

SKILLS 

A RCH K R V 

Art h e ry is laughl io all i a tigers 
because the bow is the preferred 
weapon of the Guild. A person until 
this skill ha* iiK reased Strength and 
docs more damage when using a 
bow. This skill is automatic and 
takes effect when you urt 1 armed 
with the appropriate weapon 
during combat, 


Furtiveness 

Furifreneft is the ability to weave 
in and out of combat, so as to 
attack all the enemy, wherever 
they are ill a battle order. This 
skill allows a person to attack the 
enemy in the back row, and Et 
increases the person's Strength 
and damage done by sue Si attacks. 
This skill must be selected and 
can he used onlv during combat. 


Read Tracks 

Read Tracks is the ability to detect 
the presence of potential 
opponents in the dungeon by 
studying their spoor. The more 
proficient a person is with this 
skill, the further away the 
opponents can be detected. This 
skill must be selected and it is 
used outside of bailie. 


S T A M f N A 

Stamina is demanded by the 
Ranger Guild for all its members, 
because life in the wilderness can 
be so Fatiguing* It reduces the 
am mini of damage taken during 
physical combat- This skill is 
auto inn tic mid takes effect as soon 
as it is acquired. 


THIEF 

GUILD 

SKILLS 

Bard 

Bard is the ability to sing 
enchanting songs in tlie midst of 
battle. The strange music often 
throws one group of enemies into 
confusion, making them slower to 
attack and more willing to flee. 
This skill must be selected and 
can be used only during combat. 

D E TECT 

Detect is the ability' to find traps 
before they go off and m locate 
secret doors, As it person grows 
more proficient in this skill, he or 
she is more likely to spot such 
naps and doors. This skill must be 
selected p and h is used anh 
outside of combat. 
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L OCKP 1 CK 

Loekpick is the ability to open 
stubborn locks. \$a person grows 
more proficient in this skill, he or 
she becomes more adept at 
opening locked doors. This skill 
in Li si be selected, and u is used 
o ii h ( HLiside < )f c< >ii i bill. 

P 1 CRFOC Is E T 

Pickpocket is the ability to steal an 
item from an opponent even in 
the thick o E foatde. As a person 
grows more proficient in this skill, 
ho r li she is more like! 1 , to lake an 
item. This skill must bo selected 
and can be used only during 
et un bat. 


CLERIC 

GUILD 

SKILLS 

M ARTIAi A R T S 

Martial Am are a basic part of the 
Cleric Guild's training and 
include proficiency with exotic 
weapon* From far kinds. A person 
with this skill has Improved 
Strength and does more damage 
when using a katana or 
i lunch nka. This skill is automatic 
and takes effect when you are 
armed wkh the appropriate 
weapon during combat. 


Deflect Magi c: 

Ddleei Magic is the ability to turn 
away incoming attack spells. It 
reduces damage from magic 
a Hacks and increases your Agility. 
This skill i iuus i be selected and 
can be used only during combat. 
At levels I to 6, ii affects one 
member of you r party, When 
ptaving on-line with oilier pi avers, 
it affects your entire party ai 
levels 7 to T2. 


M E D I C 

Medic is the skill of' healing 
taught to all clerics. Ii removes 
debilitating states - poison, 
paralysis, and the like - from a 
party member either during or 
after combat* This skill must he 
selected, and the large! of the 
healing must be w'lerted. 

Reverie 

Reverie is the ability to 
m omen Tati ly withdraw into 
Misesell so as i*t draw in Man a 
from i In- surroundings. The 
amount of Man a restored is 
limited* but it can be a lifesaver 
during battle. Using this skill 
lowers the person's In ilia Live for 
the rest of die combat. This skill 
must be selected and can be used 
only during combat. 
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WIZARD 

GUILD 

SKILLS 

Channel 

Channel i* the ability no focus 
one';* usd of Yhma in combat r 
making magic at lacks more 
powerful against a single enemy. 
]t both increases the amount of 
damage done and reduces the 
ability of the enemy to resisi a 
spell. The skill must be selected 
and ran be used only din ing 
combat. 


Deep Trance 

Deep Trance is the ability in fall 
into a reverie during the heat of 
battle so as to draw in Man a from 
the surroundings. The amount of 
Malta restored is rather limited. 
The skill must be selected and ran 
he used only during combat 

R u N E Read] n g 

Rune Reading is the ability to 
translate the ancient mystic 
symbols found in Ihe dungeon- As 
a person grows more proficient in 
this skill, he or she can auto- 
matically translate more runes. 
This skill must he selected, and ii is 
used only outside of combnl. 


Staff 

Sniff is the weapon .skill taught to 
all wizards because staffs are the 
preferred weapon of the Guild. A 
person with this skill has increased 
Strength and does more damage 
when using a staff. This skill is 
automatic and takes effect when 
you are armed with the appropri- 
ate weapon dining combat. 

S o U N D 

AND 

MUSIC 

You should have at least 601,000 
bytes of free memory to run both 
sound and music. The program 
will alert you if It does not detect 
enough memory. If you have only 
the PC Speaker, you will be able 
to gel only audio cues. 

There are enhanced sound effci in 
when you use the Roland MT32 
sound card or llie SoundBlaster 
card, 
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ABOUT 
P LAYING 
ON-LINE 

Vserbius an d Twin ion, multi-player 
editions, are accessible only when 
you play on-line through The 
luiagi Nation Network, They are 
included lo help familiarize von 
wiih what to expect when you log 
on to the most sophisticated on-line 
multi-player role playing game 
amiable today. 

THE TAVERN 

Here you will find other players 
with whom you can chat and 
decide to form parties. Party 
formation takes place inside rhe 
dungeon. 

From the Tavern you can chat 
with up to 10 players at a time. 
Just click on the names of the 
placers you wish to talk to. Flavors 
in the Tavern and the Guild HaU 
have their names in color; players 
in the dungeon have grayed-out 
names. When the chat box is 
active, you can use the mouse to 
position the cursor in the text to 
edit it. You can also use the left 
and light arrows to scroll 
through your message. Press 
HOME and END on the numeric 
key pad to go to the beginning or 
end of a message. Hold down the 
CONTROL [CTRL) key and press 
the left or right arrow lo go back 
one word or forward. 


L sc BACKSPACE or DELETE to 
delete letters. If you use the 
ntimheric keypad, make sure the 
NUM LOCK Is of! 

I he POSTS button brings up the 
Yserhins bulletin board where you 
can read and post messages to 
fellow adventurers. 

The SORT button is used to 
separate placers into smaller groups 
by name, guild, race, eic. You can 
then view these suited groups by 
using die SHOW SORT button. 

The OPTIONS button allows you 
lo customize your screen odor, 
save your character, post a 
complain L r or leave Yserbius by 
reluming to the The ImagiNadou 
Network map or DOS. 

The PLACES button takes vou 
back to the Yserbius map. 

C OMMU N I GATING 

Yo 1. 1 t. ,'l n c t j m m u n i c a t e wit 3 1 
am other player in your 
Medic vaLantF' 1 area (The location 
in I magi Nation where you'll find 
Yserbius and Twin ion.) 

l iisk type die name of the player 
vou wish to talk to, making sure vou 
spell the players- name correctly. 
Type a colon (;) after the name, 
then type your message. To send 
i hr message, press die ENTER key. 
For example, you could type: 
"Mordred: I am in the Dungeon 
En trance waiting for you/ 1 
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When you re hi a puny, just type a 
message and even one in your party 
will rec eive it. If von follow 1 a name 
with 2 colons the message will 
be sent to the addressee and 
evervoue in your parte. 

Pressing the FI function key 
brings up i he name of ihe Iasi 
person you sent a menage to. You 
ean bark up through 10 names 
by pressing ihr Fl key repeatedly, 

PARTIES 

Parlies are formed and disbanded 
inside ihe dungeon. To form a 
party: 

\ i Select the map iron at the 
bottom of the screen, which 
brings up tile small overhead map 
of tile dungeon, 

21 Move into ihe same spot ;is the 
player you want to join. 

3) Select the PARTY button to the 
right of ihe map. You wit I see ihe 
names oT all the players in your 
space. 

I) Click on the name of the 
player you wish iu join. The 
pliiye] you select efi is now the 
leader uf your party. Other 
j s taye rs c a i Le r yo l i r p; im by j oi n s n g 
the same leader. \ party can 
include a maximum of FOUR 
players. Fo leave a part) bring up 
the overhead map, click on die 
PARTY button, and select the 
LEAVE PARTY option. 


Clicking Ihe “ALLOWEEf button 
in the PARTY window change* il to 
"MUTELY 1 and prevents other 
players from joining your party. 

CHALLENGE COMBAT 

When your party encounters other 
players you can issue a combat 
Challenge, which is an offer so do 
combat with the other party- To 
challenge another party, open the 
MAP, select "VIEW OTHERS' , then 
select "Cl LAI IJEXt JET. and then click on 
the piuiv von waul u> light, Challenge 
combat lasts until all memlxrix ol one 
|xtny die m oi u- 4ik lives ! hdng l ilf on 
wagers is a matter of honor among 
dungeon adventure i s. You niter the 
game with the Challenge combat 
‘ML THY ami mm click this button to 
read "ALLOWED" before engaging in 
combat with other ptoers 

One more thing: 

Whether placing the on-line 
version or the stand-alone game, all 
characters you create arc 
completely portable and may be 
used with either! 

For more information about 
becoming a member and logging 
into The h n ugi X at ion X e t wor k, see 
i lie section For The I magi Nat ion 
Network; or call 1-800-IMAGIN- 1 . 
Re member, provided through this 
purchase von can play 'M) free 
hours on-line through J he 
I magi Xa tion X t-twr « rk . 

Hope to see you on-line .soon! 
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M The 
Imagination 


Network 


Introduction 


Welgmttfe to the World's f fist and hesl electronic entertainment rutnmuniiyl The 
Imagi Nation Network is more Ilian just a network of people playing games, it is a 
place-; neighbor luH>rt nl people who talk, listen, meet old and new friends, and 
always luve lots of fun. 

The hnagiNadun Network is so easy to install and use, that thus Quick Start 
Manual is probably all you'll ever need. However, if von want more detailed 
insirucLioiis, jiisi print the numnahs) yon need by clicking on the button located 
inside of the Town Hall. 

Installing Or Upgrading The Imagination Network 

] . Insert The ImagiNation Network Disk # I ill drive A: os B- 

2. Type A: or B: (whichever drive Disk # ! is in) and press ENTER. 

3. Type Install and press ENTER. 

4. Follow the oil-screen instructions. 

NOTE: Do die same tu insert your local access phone number 
Pressing the FI kev display a 1 1 at in nvvidelist nflotiri network access 
numbers which can he selected by moving the cursor. Call 
l-BOO-IM \(.|N-| irymi nerd further help with The ImagiXaLion 
Network insialkuiun. 

To Start The Imagination Net w o r k 

1 . T]xTlKTSN foiwtiklitui ^ilxlinn luay ink > which T! jr lmagjNiiEkiii Nctwoikwas 
b tidied ) in kI psew ENTER. 

2 . Type TSN and press ENTER 

3. Have And 

I M AGINATION ™ 

The IniagiNaLkvij Map appears oner you’re connected to The I magi Nation 
Network. This map is a irpicsniiaiion of the on-line community that is The 
hiutgiXuliun Network. It pmvides easy access to all oj the areas of The System. 
Just click vciirt left mouse button on the areas you’d like so go so. and like magic - 
you're there! If you need help, just click die right mouse billion, and the 
appropriate Help Screen will pop up, 

Town Hail is at the t enter of I inag [Nation. It's where von can find help and 
in Eon nation about The ImagiNation Network, your membership, or your 
account 

The Post Office is where vmi can read and send dcurmiic mail (E-Mail) to 
other members. 
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The Clubhouse is where ymt can plav popular board games in a variety of 
( -umlaut Companion “moms," The names ul these rooms niav suggest the group 
i>r activity that die twill appeals to, I tut all games can he found it) all rooms, and 
everyone is welcome everywhere. 

The Phone Booth in fruit! ot the (TilIjIloum- is where you can In cate an 
hnugi Nation Network friend il lu- or she is on-line. 

SierraLand J i is the elecironii aniUM-mrul park ol 1 magi Nation. It features a 
variety of action 'arcade style games lor die kid in all of ns. 

MedievaLuitt 1 ^ 1 contains the fantasy rnle-p laving game l lie Shadow of Yserbiiw™ 
where you can match your skill against the dragcms. monsters and dangers widiin 
a maze of dungeon^ Play it alone or with oilier luiagiNaiiim Network role-players 
lo compter die challenges and solve the riddles of die dungeons, 

LarryLand™ is an area lor Adults Only! Plav casino games or socialize in I.eftvs 
Bar with bargained ni idle < lm-chat. [ .am l.,uid is sme u» provide end less hour* ol 
fun lor adults im The ImugiNutioo Network. T line are two distinct types of areas 
within Tarry Laud, Restricted aud tn restricted. In Unrestricted areas, adult 
language and subject matter muy be discuss! upewh and fh elv. In Restricted 
areas, the normal a llies and standards of etiquette ami language will be enforced 
as ill other areas of The Imagination Network. A screen will be dLsphiyed upon 
entering any LirryLmd area dial cL'.uK defines the type of area \mi aie aim lie to 
enter. 

Important Note: A special password capability is provided lor patetUs who wish to 
prevent access Lo Lmyhmd by minors. Please use a unique and secure password 
dial is uni known to minora if you wish in premn access. 

The Mall is where yon can order various items, manv at substantial discounts, 
through The huagi Nation Network. When you eMei 1 lie Mall- sou’ll see a list n| 
"store fronts" or pn h lucts. sendees available. C JLck on the item touiv interested in 
and vnu will get a description of die item and a Ibrm that will allow you to place vour 
order. 

Tile Airport, represented l>v liLe ]jkme above Town Hall, will provide a wav to get 
to new "Lands" that are not represented on die Main Map ot Imagination. When 
"Lands" are added lo The Imagination Network, clicking on the Airport will 
bring up a menu of places dial: you can Th too allowing for easy and imlimited 
expansion and enhancement of The iinagiXatinn Network, 

The Sc bool house will contain educational and entertaining games 
rEdiJiainmetit") geared lor elementary through college level learning, while 
having fun at the same time! One of these games. Rocket Qui/ Iv! , nineiulv exists in 
SierraLand. As more are added rn The linagiXaiimi Network, the Sdioolliuiise will 
come alive with panics and feature* dial will allow adults Lind children alike to Iraiu 
while having him 
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Your On-Screen Person a 

The first tiling you need to do before playing The Imagi Nation Network is to 
create your on-screen persona. SterraLaiKh MedfovaLindi LarryLmd and 
Constant Companion® all have different Face Maker™ persona creaihm 
programs. The pictures you create arc distinctly different for each In id. reflecting 
ihe appropriate atmosphere. You may have multiple personae for ear it area* 
which can represent different identities ol .nurse If. or oilier family members or 
friends. 

As you click on a room or area you'd like iu go to. a screen id 13 appear that has 
previously created and saved personae in it - or in the case of a new user* a blank 
area that you can iiU ivith personae. Click an CREATE and type in the name and 
other information for each persona. Then select die face shape, hair, clothing* 
etc, to represent die image you'd like others to see. In some areas, you also 
specify ymir skill level at die various games in that area. 

You can select up to four interests or hobbies so new friends can get to know you 
when lhe\ look 1 * * * * * * at you on-line, When you 1 re finished creating a persona, click 
on SAVE. Now when you enter The ImagiXatlon Network area the persona von 
created will appear. You cun also delete old personae or modify existing ones. 
When you’re ready to play, click on the persona you want to use and then click on 
PI AY. You'll have the option of selecting the games you're interested in playing 
during that session. These will appear in your persona as check marks next to die 
selected games. 

The Waiting R o o m 

The room you'll tilin' after you click on PLAY from the persona screen is called 
the Waiting Room. You'll see rows of nameplates (your 1 magi Nation Network 
neighbors in that mom) and a column of command buttons on the tight side of 
the screen. Waiting Rooms are the meeting places of The InnagiNadon Network. 
Here you can chat with your new and old friends, invite people (or be invited) to 
play games, or go off to private chat or conference rooms. 

I he Shadow of Yserbius works differently from mhei .Litas in l he ImagiNation 

Network. In this game, yon creak' your persona and then enter the Main Map of 

ihc game. Here mu ran entei die Waiting Room in the Tavern and talk with 

other adventurers, or go directly to the Guild Hall or dungeons. Please print and 

review the on-line manual for this game by selecting PRINT DOCUMENTATION 
in the Town Hall, 

The GO TO Button 

This button allows you to easily move around the svsienu You can access 
ANOTHER PLACE ( another mom or area within the “Land* or Clubhouse 
pWre in) * the BULLETIN BOARD, HINT BCJAED or A CONFERENCE ROOM 
nr to select A PERSON iu the game. 
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C QNFE K ENCE R O O M S 

These are rooms where specific topics are ixting discussed. Many conferences are 
regularly scheduled on The ImagiNatioii Network mu variety' or topics. Check 
the list of conferences posted in the Town Hall to sec if any are of interest to you. 
If you have aiiv questions about conferences, or would like to start a conference 
of your own. please ask any SysOp. Inside a conference room, messages appear in 
the text area at the center of the screen. You am sec a list of' who is in the 
conference room by clicking on die Iras with die faces in it . 

Bulleti n Board 

The Bulletin Boards are located in all of the Constant Companion rooms, and 
rover many different topics. Different rooms and areas have different topics* so 
be An re to check them all for a topic in winch you’re interested You can use the 
buttons in look through the 1ST message. END \ last) message, PREVIOUS 
MESSAGE, and NEXT MESSAGE on a Bulletin Board. You can also click on 
POST MESSAGE to add your own thoughts. Don't be shy! Speak up on The 
Imagi Nation Network's Bulletin Board system! 

The Hint Board 

Thb board h invaluable to those who play adventure games from die Siena 
family. When you GO TO the HINT BOARD, you will see a Usl of buttons, with 
one button for each of die game series or miscellaneous categories. £ dick on one 
of these buttons and ion’ll .see ll Sin of areas for hints for that game. Keep on 
following die narrowing topic tree downward until vou find the questions an d 
answers for your problem. Hints can also be saved to your ririk for future 
reference. 

Chat Rooms 

Rooms where groups of people can talk sinnihanemisly while looking LU each 
other's personae arc called Chat Rooms. You can enter a Chat Room either 
di rough an INATi K or a WATCH. You will see the persona of every other person 
in the room during your chat. Unless you dick on WHISPER?* everyone in The 
mom ’‘bears" vour message. 

Electronic Mail 

With electronic mail you can receive electronic letters from other I magi Nation 
Network members, With the Sierra Stamps 1 v option, vou can also write anti send 
letters to vour ImagiNatinn Network friends. It works just like the Post Office, 
only more quickly and refiabk Ixiim can be written on-line or loaded in” as an 
ASCII text file from vour disk. Clicking on SAM 7 . THIS LETTER allows you to 
print a letter or save It to vour disk. It's easy to send and read letters, but if vou 
need hctpjusi click on HELP. 
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S F. L E C T I N G Pro P L E 


Sdecting people ou"l he Ima^iNation Network is how you tell thowsiem that vou 
would like to Eoc>k lii. K-nlk ir*. or play with one or more people. Just dick on ihctr 
namephuc and it will mm from yellow or green (noi selected) to red (set&ctedh 
You can then dick on LOOK ui see iheir profile ni i lick on TALK to type a 
snrssiii^f 1.0 them Another wsn lu see :l user's persona is just to click the right 
mouse ballon on tfidr iianieplme- When people are engaged in games or other 
activities; an icon appears m\ their mitncplato indicating that activity. These 
PenuiTcs operate dillrivmly in The Shadow of Yserbius, Please print and rear! the 
in; Lima] for details. 

Talking To People On The 
I M A G r N A Tf ON N £ T W OR K 

Talking to people cm I he ImagiNation Network cat i be dour either by selecting 
someone and clicking uu TALK, As sunn a^ vou start typing, a message hnx 
appe^. Yuli cannot type a message of man* words than will fit in this box, 
although you mai type many merges as you like. Everyone ih.n you have 
selected I shown in redt will sec auv tm'ssage you tvpe, su if you Ye typing ii p] hair 
message, make suit that vou have selected mib the one peixon to whom von wish 
to speak. 

The ImagiXaiion Network allows you to spice up vour messages with special 
symbols like a smile v [ate. sad face, or heart. These syni Intis rail lei people know 
your rue kkI or inflections, such as happy, sad. joking, or even if you're being 
sarcastic Press the ALT key and anj itumbei from 1 to Don die top low of your 
keyboard to enter one of these symbols in a te^t message. 

M A KING Fri F. X r> S 

Making friemK and playing games uti The ImagiXaliou Network go hand in 
hand, fliere are a leu gann s on Hie I magi Nation Network (hat vou can pissj 

ahme. flier will appear il y. iu * in l on IIAVwjih i selened. IF you warn to 

incite people to play with ymi, simply select die person nr people with whom 
yon 'd like to piny, then dick un INVITE. A game choice window will pop up. 
Click on die game button yon want and rhe system will automatically invite all of 
tiie people you have selected (highlighted in red). 

Handling Invitations 

Accepting or declining an invitation h also easy. Simply dick on ACCEPT or 
DECLINE when you receive an invitation. If you accept* vou will automatically be 
put into the game screen. Jl voli decline, yon can also miacb a brier explanation. 
You can also I OOK Lit die pens uia of the person who is inviting you a game 
before you accept or decline. 
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Watching C a m £ s 

Watching a game in progress i> possible by selecting the player yon want to watch 
and clicking on WATCH. A message will be sent il dot tiling the player dial you 
want Lu watch. They may choose to allow vou to watch, or not to watch. \Yhen 
watching, you can talk to the player, but do not reveal information about the 
game or talk so sun eh 1 1 nit it interferes with their game nr you may be kicked out 
ftv one of tiie players, You may, of course, leave at any time. 

The Imagination Network SysOps 

The Imagination Network SysOp staff is a group of experienced and 
knowledgeable members who are available to help you by answering questions or 
directing you to people or a to rides on The ImagiNation Network that may 
interest vou. You will almost always find a SysNnp in the I iiugiNatiim Network 
Help Room in the Clubhouse, Just say hello and mil them that you are a new 
member and they'll make sure dial von have a great lime I nun lb at mu mem 
forward. 

Dialing In And Signing On 

Dialing in and signing on to The ImagiNation Network is quirk and simple. The 
first screen that voull ^ee s.tJiL -1 typing MSN"' in the correct sub-directory is the 
Dialing screen. If you have dtosen the Secured password methods von w ill be 
asked to enter your password before your system attempts to connect to The 
ImagLNation Network- If you choose the Unsecured method, vol.it password will 
be automatically scul to The Imagination Network during log-on. If you receive 
an error message on this screen, follow its m&tnirttom. II you siill have a 
problem, please quit and call 1-800-lMAGlN-i u> resolve die problem* 

The Imagination Network Member 
Services 

Each lime you log-oil to I Tie I magi Nat u as Xelwork, ymi will see vour billing status 
on ibis first screen. Please read the information in this notice carefully before 
continuing with vour log-on. li h is tun correct, or you do not understand the 
charges indicated, please QUIT the log-ou at dim punt and call t^OO-IMACJN-l 
with any questions, li" ram continue, you will be liable for llII charges incurred 
during that session. 

The ImagiNation Network Member Services is available at 1-SObTMAGEX-l to 
1 1 t ip you with any problems or questions Hum B:CK) AM to 1 0:00 PM (Pacific 
timet 7 days a week. Call Member Seiviees if mu need any assistance installing or 
using The ImagiNatlou Network. Having the following items available when 
calling will allow us to help you as quickly as possible: 

1. Your Men the l ID Number. 2. Qjmpilci Tqx* mid SfXxtfL 
!i Ljocal Ac cess Number. -L Modem M (or make, 

nuxlel and baud I'ate). 
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Getting Help On-Line 

Gutting help on-line is easy. For general help, simply dick on HELP located in 
the OPTIONS control panel. For help on a specific item, simply point at die item 
and click on the right mouse button (on a one-button mouse, hold down the 
[shiftl key while clicking on the item). For live on-line help, go to The 
huagiNalion Network Help Room accessible through the Clubhouse or through 
NEW MEMBER ORIENTATION in Town Hall- During most times, you’ll find a 
SysOp (here, ready to answer questions, introduce you to others with similar 
interests or otherwise help you have fun. During off-hours, leave a message in 
ASK M EM BER SERVICES and someone wit! get back to you ;ls soon as possible. 

Game Instructions 

Detailed game imLCLit: lions are available through PRINT DOCUMFXTATION 
located within Town Hall. You can also use- a word processor or text editor to view 
the documentation on-screen. Just look for the files, ill your TSN subdirectory with 
NDGCr file extensions. If you have any questions just rail an ImagiNarion Network 
Member Smites at 1-80IM\L\GIN-I . 

The Imagination Network Etiquette 

Etiquette and proper conduct are .is irnpomm to our electronic community as 
they are in your home town. When talking with others, please treat them as you 
would like to be treated. Obscene or abusive language will cause an immediate 
termination oT your access rights and membership. Even in the areas of 
LarryLand where risque language and subject matter is allowable, abusive or 
harassing behavior Is never acceptable. When playing games with other people, 
good sportsmanship is expected of all. 

Whenever you receive a message on The ImagiNation Network, one of the 
buttons you can click on ls i hr COMPLAIN bmton. ff you would like to complain 
about an abusive, obscene or harassing message, clicking on the COMPLAIN 
button will allow von to add your objection or comments and will then send die 
message to a The ImagiNation Network SysOp. Please lie aware, however, that 
complaints arc not taken lightly and nuisance complaints mat be cause for 
disciplinary action. 
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Electronic Payment Option 

Q Exactly how does die Electronic Payment from Checking Account Option 
work? 

A The ImagLNalion Network uses a senice that cooperates with your bank 
through the Federal Reserve System. Just complete the Member 
Registration form and check off the Klocirnnic Payment option box. This 
authorizes The IrragiNadon Network to have only the amount of your 
monthly ImagiNation Network bill automatically deducted from your 
checking account on die day ii is due. You will see the deduction on your 
monthly bank statement, 

Q What arc the benefits of using the Electronic Payment from Checking 
Account Option } 

A If you don't have or don't want to use a credit card to pay your 

ImagiNation Network hill, die Electronic Payment from Checking Account 
Option saves you tile time, hassles and money of writing and mailing a 
check each mouth. 

Q Is it safe to give The TinagiNation Network this kind of access to my 

checking account? 

A Absdutdy l No one actually 1 tas access to your aca n i m except yen i and vour bank 

In fact, consumer safeguard regulations are stricter when you use the 
Electronic Payment option than when you write a check. 

Q What if 1 cancel my 1 magi Nation Network membership or change my 
mind about how Td like to pay my fail]? 

A No problem. Just call l-SOfMYLACiSNd and we ll make the appropriate 
adjustment. You can replac e the Electronic Payment Option with Credit 
Card or Direct Billing at any time. 

Membership Options 

BASIC MEMBERSHIP -S 12.95 per month. 

Includes SO hours of Evening/ Wceheudf access to The ImagiNation Network 

Constant Companion - including all basic card/ board games: bulletin board; 

conference, chat anti waiting mom*: and vour own mailbox. 

tEvening/ 1 Weekend access is available from PM through 7:00 

AM, Monday through Friday; all weekend (6:00 PM Friday 
through 7:00 AM Monday); and all day uti certain holidays 
Daytime Access is from 7:00 AM through 6:00 PM, Monday 
through Friday, and h 57,00 per hour. .Ml times arc member?.' 
local times. 
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MEMBER VALLE FAl IKAGES (M\T) 

Ij] eludes Basic Membership plus extended Evening. Weekend access hours plus 
Sierra Stamps option plus optional "Lands." 

GO Hon]' M\T Membership... Call KSfMHMAGTN-1 lor details. 

90 Hour Mil 1 Memlviship.,. Call 1-80WMAG.LN-1 for details. 

120 Hour MVP Membership... Call l^MLIMAOLN-l lur detail*. 

Unlimited Hours MVP Membership.,, CM 1-800JMAGIX-I for details. 

Optional Services 


SieiraLand $4,00* per month 

Great arcade and action games fni the entire family, in eluding Red 
Baron J Pain dial I and Minignlf - and much more. 

LairyLaiid $4-00 5 per mouth 

For Adults Only! 

Play Blackjack. Poker., SIol^ Roulette amt socialize in the casino, 

McdievaLand $4-00* per month 

Battle: dragons, demons and evil spells in the dungeons of a 
medieval castle. This is -where you can play Yserbius arid Twiniou on-line. 

Sierra Stamps $2.00* per month 

Allows the sending of electronic mail to other members on The 
hnagiNaikin Network. Jnrludes an uiiliinilcd supplv of stamps fur sending 
electronic mail throughout The I magi Nation Network. Extra mailboxes lur 
other Eiunih members (or different personae) are available for $5,06 each 
pci mouth, 

:|: l titJTjd llc totT Pricing 

Direct Billing $2.50 per month 

To have a bill malted to you each mouth, instead of charged directly to *mir 
credit card nr checking account 

Weekday Access $7-00 per hour 

Access to The l magi Nation Network from 7:00 AM through 6:00 PM, 
Monday through Friday. 

Above rales current as uf 0 / 1 y 95. 
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Terms And Conditions 

The ImugiXaiifm Network is much muir of a neLghhoriioid than a network of 
roinputer game pbvers. You should treat others on (he network with the courier 
and polite i less vnu would use in am fiihe; public place, Abusive. lewd or obscene 
language or suggestive remarks WILL NOT he tolerated in any way and is cause 
for immediate removal from The Timigi Nation Network system without notice. An 
appeal must be ninth- Iw phone m The Jmagi Nation Network headquarters lo get 
back on the system. 

The Imagination Network does not war sunt that service on The 1 in agi Nation 
Network will be unintermpicd or error-free. The ImagiNalion Network is 
distributed on an "as Lv bads without any express or implied warranties. Neither 
The T magi Nation Network nor Sierra On-Line will be liable for any damages 
arising mu of anv use of. or inahilhv so use. The ImagiNadun Network- The 
Imagi Nation Network and Con slant Companion : are prutecicxl by fedora! 
copyright law- and international treaty. 


Yuli may not mndilv or adapL The I mag I Nat inn Network ur uunskue, decompile, 
or reverse-engineer software running on I In- ImagiNalion Network. You will 
indemtikf \ The ImagiNatinn Network against liability for your use id T lie 
hnagiNation Network and am viola (inn of these rules. You may install The 
liniigiNasion Network onto as mum computers as you like, however, truly one at a 
time may access The ImagiNation Network using one account number. In 
addition, you are responsible for any and all charges incurred by anyone using 
your account number (which should be kept secret) or by anyone using your 
original version of The ImagiNalion Network or any copies. 


THE IMAGINATION NETWORK ( AN MODIFY THESE GUIDELINES AT ANY 
TIME BY POSTING THE REVISED GUIDELINES ON THE IMAGINATION 
NETWORK. USE OF THE IMAGINATION NETWORK INDICATES YOUR 
UNDERSTANDING VXD AGREEMENT TO GOMPIA WITH THESE 
GUIDELINES, 


Important No t e $ 


All monthly imonbcidiip and n phonal chaises are billed ,il the beginning d each 
billing period. Other charges m e hilled .u du- end > 4 each billing pel iucL 


All hourly ra tes billed in increments of one niiimie. 

,Vil rates apply in Gondnental U S. only. For Hawaii. Alaska. Canada and oilier 
international rates call 20^424)800. 


A small group of access n umbers provided requite an additional charge. If you 
are calling this type of access number, you will be warned of the charge ou-soten- 
You may wish to choose another access number to call. 

The lmagiNation Network is distributed on high den si tv diskettes only, 
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If a portion of your session occurs during Weekday time, you will charged $7,00 
per hour for you* 1 etuire session, even though most of your session may have 
occurred in Evening, Weekend Time- 

Members are responsible for any phone message units, long distance or other 
charges incurred while using The IciagiNation Network. Please cheek with jour 
local or long distance telephone company . 

The Imagination Network reserves ihe right to change ream res, rates or 
specification^ or offer additional services or features for an additional charge. at 
any rime with 3D day notice, which can be posted on-line or mailed. 

An account may be put on inactive status for up to 90 days if requested in writing 
in advance. Access tn The tmagiNarion Ne twork is temporarily suspended, bui 
mailboxes and other features stay active. All monthly fees are suspended during 
this period except for att account maintenance lee of 54.95 per month. 

Taxes applicable where required. 


System Requirements 

The current shipping version of The Imagination Network requires ;l lti-mh/ (or 
faster) "286 (or better} IBM compatible computer with hard disk drive, 640-kb 
memory (at least 580 kilobytes available), a 1200 baud or faster modem, EGA or 
VGA graphics and Microsoft compatible mouse or equivalent. Some games may 
not perform adequately on slower computers or m slower battel rales. Red 
Baron§ and PaintBall require a 386SX or bet Lei and 240(J band modem. The 
Shadow of Yserbius 1 u requires VGA graphics, li is also recommended that all 
memory’ resident programs lie removed From rnemnn before running The 
hnagi Nation Network. WINDOWS 3-X mmpatibiliry requires at least 386SX with 
4 megabytes of RAM ni tilling in En hanced Mode. 

Window? is a trademark of Microsoft Corporation 
Red Baron is a registered trademark of Dvnam ix. Inc, 
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TECHNICAL EIEEP 


(MS-DOS only) 

You may receive one or more of the following messages when playing your Sierra 
game or during installation. The following paragraphs show the possible error 
messages in boh! with explanations and solutions detailed aftenvards, 

CIRC ERROR: This message means ton have a bad di.sk. It stands for 
Cvelic Redundancy Check, a way to check for disk errors. See The Sierra No 
Risk Qua ran lee 11 for more information on disk replacement 

DATA ERROR READING DRIVE A or B: This message means you have 
;i bad disk, See 'The Sierra No Risk Guarantee’’ fur more mibrmatjun cm disk 
replacement, 

GENERAL FAILURE READING DRIVE A or B: This message means 
vou pmbahlv have .i low density floppv drive and are uving to read incompatible 
high density disks. 

YOU NEED ’ " MORE BYTES OF FREE MEMORY AVAILABLE 

TO RUN THIS GAME: This message mean* that there is not enough free 
memory to successfully run the program. You may need to boot your system with 
a Boot bisk. See BOOT DISK INSTRUCTIONS on the following pages. 


SECTOR NOT FOUND READING DRIVE A: (While reading any MS- 
DOS game disk) This message means you have a bad disk. See 'The Sierra No 
Risk Guarantee 1 fui more information on disk replacement. 


MEMORY REQUIREMENTS 

Sierra programs require a large amount ni memon (RAM) in order to function 
pmperlv. If you are encountering difficulties and want to see how much memory 
is available through MS-DOS, tvp C : MEM [ENTER], PLEASE NGTEs MS-DOS 
USERS WILL NEED TO TYMi CHKDSK [ENTER] RATHER THAN MEM .An 
example from a typical system is: 

Largest executable program size 584K (597,84^ bytes) 

If the "Bytes Free" line is below 593 k 920 (5<jOKh please use a boot disk. 
{Minimum memory requirements mav van. per game.) Note: Some garnet 
require expanded memon (EMS.h If youi game requires FAB memory and the 
MEM command does rmr indicate any EMS memoiy available, run the install 
program a ltd choose in make a bootable floppy u l follow 1 the in struct to its on 
creating a boot disk mi the following pigcs, 
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BOOT DISK INSTRUCTIONS 


Booting vimr compute! ^Mnn with a Boot DLvk before you play your Sierra game 
will keep any T'-SR 1 1 Vn lii i LiiEt--y.] acl-Si Liy-Kcsick-n e > programs from being loaded 
truo memory* 


BOOT DISK CREATOR 

Your program contains an option to create a boot disk automatically for you- To 
use this option, run the install procedure from either your game sttb-direaoiv or 
from yotii START UP Disk I program disk and select llu "Make Bootable Floppy 
Disk'" option. Follow the onscreen prompts to complete the boot disk 
procedure, Once vour boor disk is madc 4 follow the steps in the Technical Tips" 
section of this manual. If die boot disk feature does not funcifon properly, in 
following the Manual bom disk in struct ions below. 


CREATING A BOOT DISK MANUALLY 

PLEASE NOTE: The formal roimnsmd itulm be used with care to avoid erasing 
all stored information on ynut hard disk. Please follow the instructions on the 
following pages exactly. 

Foimattiug From A Hard Disk 

1. Insert a blank disk into Drive A:. 

2. At the G prompt, type: FORMAT Ar S [ENTER] . 

Note: Tfvmir A: drive Isa 3.') 11 high densfo drive, using a low density disk, tvpe: 
FORMAT A/S/ 1=80. N:9 [ENTER], 

Vote: 11 vour A: drive Is a 5.25" high riensfo drive, using a low: densin disk. type: 
FORMAT A: f S. T:40 X:9 [ ENT ER] . 

3. Follow the DOS prompts. 

Formatting From A Diskette Drive 

1 . Insert your original MS-Df IS svsiern disk in Drive A:. 

2. At die V: prompt, type: FORMAT A: S [ENTER] 

3. When prompted* insert a blank disk into Drive A: and follow the DOS- 
prompts. 

NOTE: If you are going \n use a mouse with your Sierra game, please refer to the 
mouse dr ivn section prim- to making the Boot Disk. 
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MOUSE DRIVERS 

If you wit! be using a mouse to play yum Sierra game, you must copy your mouse 
driver onto voui Boot Disk. There are two types of mouse drivers available: 
MOUSE. SYS and MOL'SE.COM. I he following is a step hv step instruction on 
locating and loading she mouse driver in either the CONFIG, SYS OR 
AUTOEXEC.BAT file. ' 

L LOCATING THF. MOUSE DRIVERS: If you do nol know where the 
MOUSE, SYS or MOUSE.COM Ides arc located, the command below wilt assist 
you in die locating llicse files. For users of DOS 5.0 or above, type die following 
at the C;N> prompt: 

DIR Wl OUSE -S [ENTER] 

Tli is command will allow you to search all sub di recto lies for a file railed 
MOUSE. If the system locates a file called MOUSE. i< will display die padi where 
die mouse Files are located. For instance, if the MOUSF.SYS file is located in a 
C5M0USE directory, the system will display die following message; 

Directory of ChMOUSE 

MOUSE SYS 55160 OSJO0S 3:10a 

MOUSE COM 56408 03-10-93 6:00a 

If rhc K system docs not locate a mouse, your mouse driver maj hare a different 
name or these files may not be currently installed on the system, Some other 
common names for mouse drivers are 1 MOUSE* GMOUSE, and HFMUlSE. 
The mouse driver files may also he copied directiv from the floppy disk packaged 
with your mouse. For information on die proper name for your mouse, check 
the owners manual which came with your mouse. 

2. COPYING THE MOUSE DRIVER: Once you hare located the mouse driver, 
you will need tu copy It to the boot disk. In tins step, we are assuming that the 
mouse drivers were loaned in the ('/ MOUSE direcloiv as shown hi the step 
above. To copy the MOUSF.SYS file to the hnni disk, type the following at the C:\ 
prompt: COPY C:\MO USE-MOUSED A: [ENTER] 

Please suhsEktiEC die appropriate path and file name for your mouse driver in the 
command line above. Yon should then see a message indicating ihat one i*r 
more files were copied. 
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CREATING A BOOT DISK 

FOR MS-DOS BELOW 5.0 

Vow you need to create a CONFIG.SYS tile for your boot disk. 

CREATING A CONFIG.SYS FILE 

1. Insert your formatted blank disk into Drive A:, 

2. Type: A: [ENTER! 

3. Type: COPY CON CONFIG.SYS [ENTER] 

4. Type; FILE$=2Q [ENTER] 

fj. If mu arc using the MOUSE.SVS file to load vour mouse, add tile following 
line to the CONFIG.SYS: DEV'ICE-MOUSESVS' [ENTER] 

6. Press the [Ffi] key, then press [ENTER;. You should see the message: I 
File(s) copied. 

Nats' you need to create an AUTOEXEC.BAT lilt* for your boot disk. 

NOTE: If you are using DOS TO or 4,01, and your hard disk pani don is greater 
than 32 megabytes, you may get a warning message which mentions SR\RE.EXE, 

You mav ignore this message: SI IARli.EXE is not required bv Sierra products. 

CREATING AN AUTOEXEC.BAT FILE 

1. Type: A [ENTER] 

2. Type: COPY CON AUTOEXEC.BAT [ENTER] 

3. Type; SET GQMSPEOCi^CO M MAN D.COM [ENTER] 

4- Type: PROMPT SPSG l ENTER] 

5. Type: PATH =C:\ DOS [ENTER] 

li. If von are using the MOUSF.COM file io load your mouse, add the following 
line to the AUTOEXEC.BAT: MOUSE [ENTER] 

7. Press die [Ffij key, then press [ENTER], You should see the message: 1 
Filc(s) copied. 
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FOR VERSIONS OF MS-DOS 5.0 
AND ABOVE 

Now you need lo create a CONFIG.SYS iile for your boot disk. 


CREATING A CONFIG.SYS FILE 

FOR m COMPUTERS WITH 1 MEG OR GREATER 

1. Insert your formatted blank disk into Drive A:. 

2. Type: A: [ENTER] 

1 Type: COPY CON CONFIG.SYS [ENTER] 

4. Type: DEVia>C:M70S\HIMEM.SY5 [ENTER] 

5. Type: D0S=H1GH [ENTER] 

6. Type: FHE5=30 [ENTER] 

7. Type: BUFFERS=30 [ENTER] 

S. Type: STACKS=0,Q [ENTER] 

9. Type: BREAK=on [ENTER] 

10. 11 vuu are using the MOUSE. StS file Lo load vour mouse, add file following 
line to die CONFIG.SYS: DEVICE-MOUSESYS (ENTER) 

11. Press the [FG] key, then press [ENTER]. You should see die message: l 
File(s) copied, 

Now you need to create an AUTOEXEC.BAT file lor your boot disk. Please 
follow’ the AUTOEXEC.BAT instructions on the next page (LV 1). 

CREATING A CONFIG.SYS FILE 

FOR 336 OR 486 COMPUTERS 

1. Insert your formatted blank disk into Drive A:, 

2. Tipe: A: [ENTER] 

3. Type: COPY CON CONFIG.SYS [ENTER] 

4. Type: DEVICE=0tt)O$HIMEM.S*5 [ENTER] 

5. Type: DEV1CE-GYD0SSMM386.EXE RAM 1024 [ENTER] 
t*. Type: DOS-HIGH.UMB [ENTER] 
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7, type: 1-lUSrfW [ENTER] 

8. Type: BUFtERS^O [ENTER] 

Ik If you are using the MOL'SES\5 file to load your mouse, add the following 
Line to the CONFIOSH; DEMCEHIGH^MOUSE 5\S [EX TER] 

10. IMPORTANT XOTF.: If you are using MS-DOS 6.(1 %>ith DoubleSpace disk 
compression, please add the com maud below to the CONFIG.SYS. 1C you air not 
currently using the DoubleSpace disk compression utility, skip die command 
below and continue to step 14: DEVICEKIGH=Ci:MK)Sf)&LSPACF--5 1 VS [FNTERJ 

11. Press the E(>1 krv. then press [ENTER]. A should appear unci you should 
seethe message: 1 File(s) copied. 

Now vou need to create an AUTOEXEC.BAT file for your boot disk. 


CREATING AN AUTOEXEC* BAT FILE 

FOR 286. 386 OR 486 COMF1 TF.RS 

I, Type: COPY CON AUTOEXEC.BAT [ENTER] 

± Type; PROMPT SPSG [ENTER] 

3, Type: FATH=G\DOS LEXTER] 

4. If vou are using the XTOtCSE.COM file to load your mouse, add the following 
line to the AUTOEXEC.BAT: 

For 2Sfi Computer* 

Type: MOUSE [ENTER] 

For 886 nr 486 Computers 

Type: LM MOUSE [ENTER] 

fl. Press the [F6] key, then press f ENTER] . You should see the message: I 
File(s) copied. 
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IMPORTANT!! After you have treated a Boot Disk, you must REBOOT your 
computer with the disk. Leaving [In- boot disk in Drive A:, press. [Cu]]»[Ah]- 
[W] aL L lie same dine- Your computer will now reboot, with a: as die default 
drive. Type c: [ENTER, to change back in your hard disk. Then rvpe CD 
SIERRA [ENTER] m change to the Sierra directory. Follow the instructions in 
i he manual to start the game, anti have a great time! 

Boot Disk instruction* for oilier DOS formal* are also available for downloading 
from die Sierra BBS [U.5. (209) 688-4468 or U.K. (44)784 304227]. The file 
below cots lain* instructions for a variety of systems. After downloading this hie, 
select the set of in sanctions that will match your system best. 

BBS FILE NAME; RDAI.LEXF. 

If you have created a H*hji Disk and booled your system with it before playing 
your Sierra game and your problem is still evident, something else mav lie wrong. 
Following arc some trouble-shooting tips that Sierra's Technical Support 
Bepar 1 1 nent rrcom mends. 


QUICK TROUBLE-SHOOTING TIPS 


L Bom your system with the Boot Disk von created. 

2. Delete Yserbius and Twinion from your hard drive and then reinstall die game 
under a Boot Disk environ m en l 

3. If you are experiencing any form of program hesitation or lockups during 
game play and arc using a Sound Rla.su- r or torn pal iblc sound card, the following 
information is a temporary solution to Slave you up and running quickly. For 
Sound Blazer nr compatible sound card user*, run the install procedure from the 
game sub-directory and select the ‘Ad Lib" or "PC Internal Speaker 11 option for 
musk. Please Note; This tempuran solution doe* nui give vou the option lo 
hear the sampled sounds or the speech dial may be available in your game. For 
correct sound card functionality, a call to Sierra On-Line* Technical Support or 
jour sound card manufacturer's Technical Support is recommended. 

4. If you continue lo encounter difficulties with your program, please refer to the 
"Technical Support" sec lion on the following page for available options 
concerning contacting Sierra On-line's Technical Support Department 
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Technical Support 

All System* 

Technical assistance is only a telephone call away. Call (209) 683*8989 in the U-S. 
or (44)'7M 303171 in Lite U,K_ lor convenient, person-to-person service. If you 
prefer, you may request assistance by Faxing (209) 683-3633 in the L\S. or 
(44)734 303201 in the U.K. or by mail. If you choose to write or fax us with yutit 
request, please give us detailed information on both your computer system anti 
the nature of your problem. In addition, please include your address and 
telephone number should we need further information. See page (LX II) for 
Technical Support Services address and telephone numbers. 

•Answers to our most frequently asked questions arc available through our Sierra 
BBS (11$. only). 

(t R O B O TECH* 

Sierra On-Line s Automated Technical Support Representative 

Sierra On-Line, in our commitment to provide die best Customer Service in the 
industry, offers a 24 hour automated Technical Support Line. “Robo 1 edf\ our 
automated Technical SuppuiL Representative, has answer* lo our most frequently 
asked technical questions and is amiable by calling our Technical Support Line 
at (209) 683*8989, 

In die U.K., although there is no automated voice response system at this time, 
technical answers to many questions arc available on the Bulletin Board, (14)734 
304227. Or you may speak to a Technical Support Representative at (-14)734 
303171 Monday through Friday, 9 a. in. to 5 p.m. 


Customer Services 

The best customer service in die industry-- "You don’t jnsi buy our games, you 
buy the support of the whole company.” 

Sierra On-Line is dedicated to helping their customers with each and even 
question or problem. Whether it's memoir shortage*, software compatibility, or 
any other issue that has to do with their products. Sierra will go to any length tn 
solve, repair and guarantee your satisfaction. 

Customer Service 

Direct vour inquiries to ihc Customer Service department for issues pertaining to 
returned merchandise* back orders, defective merchandise, company policy h and 
genera! game information. See page (LXII'i for Customer Service address and 
telephone numbers. 
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Technical Support For L n . n * 

Sf vou are encountering difficulties with The Imagination Network version ol 
Yserbius or lViiiion, please direct your inquiries to 1 -{800 ) SI ERRA1 . If you are 
encountering difficulties with the ofLiine version of Vserbius or Twinion, please 
direct your inquiries so the Technical Support Department if your question is 
regarding hardware and software compatibility issues that are specific to Sierra 
games fire., sound card configuration and memory management). If you choose 
to write or fax us with your request, please give us detailed information on both 
your computer system and the nature of your problem. In addition, please 
include vour address and telephone number should wc need Further 
information. See page (LX11) fur Technical Support Sen-ices address and 
telephone numbers. 


Orders 

Order game* or hardware directly from Sierra On-Line, redeem coupons, use 
special discounts, or get a list of software dealers in your area where you can 
purchase Sierra games. See page (LX1I) for Order Services address and 
telephone number. 


Patch Disks 

If you have spoken to a Sierra Technical Support Representative or have read 
about an available patch disk in our In ter Action Magazine, please send in your 
request for a patch (repair) disk to the “Fateh Disk address on die following 
pages* Please lei us know the game and fli.sk size you are having problems with. 
See page (LXII) for ' Patch Disk 1 ' address and telephone numbers. 
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Hint s 


Game hints are availahk by phone. hint books {orders available through the 
Sierra Sales Deportment). through ihf Siena Bulletin Board Service (200 
+i63) or by mail (see address oil the following page). If you v.ant an immediate 
response, vou can call our 21 hour Him Line air Wik37{k5583. In the U.K call 
(44) 734 304004. 

S.75 each minute. Long distance charges ant included in the fee. I'.K. customers 
will he charged the normal rate for I'.K. telephone calls. Callers tinder the age o( 
18 must get their parent's permission before calling die hint line. ABSOLU TELY 
NO HINTS WILL BE PROVIDED T HROUGH OUR CUSTOMER SUPPORT 
LINES. At this lime, the automated hint system is only available within the 
United States, all contents are copyrighted by Sierra On-line and may not lie 
reproduced in any form without express written permission. 
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THE SIERRA NO RISK GUARANTEE! 

If vuu find ihat you need to send for replacement diskettes, send the original disk 
#1 in the size you need (3.")" or 5.25") to: 


US. 

Sierra On-Line 

p.o. Box m 

Coarsegolri , CA 1J3614 
Attention: RETURNS 


EUROPE -UK. 

Sierra QftLitW’ Limilefi 

Atm: Returns 

Unit 2. Theale Technology Centre, 
Station Road 

Theale, Rershire Rt.7 IAA 
United Kingdom 


Be sure ro include a note staling your computer type, and the si/r of diskette you 
need (5.25" or 3.5"). We trill gladly replace your program free of charge for the 
first (10 days of ownership (please enclose a copy of tour dated sales receipt with 
vuur request). After 90 days there is a SI 0.00 (£6.00) charge for 5.2S" or 3.5’ diskettes. 

Tl IE PROMISE: We want you to be happy with erect Sierra product soil purchase 
from us. Period- If for any reason you're unhappy with the product, return it within 31) 
days for an exchange or a full refund... EVEN IF YOU BOUGH 1 11 Kb. 1 AIL 
(hardware ordered direct must lx 1 returned within 10 days.) 

THE ONLY CATCH: You gotta a tell us why you don't like it. Otherwise we'll never 
get I setters Send it back to us and we promise we'll make tilings right. ( II you bought 
it at a retail outlet, please rend vour original sales receipt). 
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Write in to Sierra Services 

To ensure prompt and efficient service, direct your requests 
to the appropriate department below: 


CUSTOMER 

SERVICE 

TECHNICAL 

SUPPORT 

ORDERS 

SIERRA 

SIERRA 

SIERRA 

Customer Support 

Technical Support 

Sales Dcpi. 

Pd Box bOU 

P.O. Box 8CK) 

P.O.Box 978 

Coarsegold^ CA 

Coarsegold, CA 

ConsTsegold, CA 

93614-0600 

936149800 

93614-0978 

1^00-SIERRA-5 

(U.S.) 

For tlireei orders: 


Monday-fddav 

Call 1-8013326-6654 

EUROPE (U.K.! 

&15a.m.-4:45p.m. 

Fas (209) 683-4297 

Sierra OivLinu 

Call (209) 683-8989 


Limited 

Fax (209) 683-3633 


Unit 2, 


Inll. orders: 

Technology Cenire 

EUROPE (UK.) 

Cat] (44 ) 734 303171 

Station Road, 

Monday-F riday 

Fax (44)734-303201 

Th exile, Berkshire 

9:00 a. m. -5:00 p.in. 


RG7 4AA 

Call (44) 734 303171 


Uni red Kingdom 

Fax (41) 734 303201 



Technical Support 

AH Systems 

Technical arisen ice is only a telephone cull away. Call (‘209) 68S-89S9 
in the U.S. or (44). 
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PATCH 

DISKS 


HINTS 


REPLACEMENT 

DISKS 


SIERRA 
Dept. 10 
P.O. Box 48a 
Coarssgdld, CA 
936149405 

24 hour Him line: 
US. 

900-370-5583 
5. 75 each minute 


SIERRA 

Hint Dept. 

P.O. Box 200 
Coarsegnld, CA 
936140200 


SIERRA 

Fulfillment Dept, 

P.O. Box 485 
Coarsegold . CA 930 N 
Attention: RETURNS 


EUROPE U.K. 
(44)734 304004 


Sierra Technical Support is also available through: 

Sierra BBS: U.S. (209)68$446S or U.K, (44) 734 304227 
CompuServc-GAMAPUB, Section 1 1 
Prodigy' 

(fur Siena: Techniral Support ID- AVBWW55A) 

(for Dynarnix: Technical Support ID- WBWW55B) 
America Online 

GEnie-Games RoundTable (page S05, category 22) i* private e-mail to 

SIERRA.SUP 
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CREDITS 

YSERBIUS 

Designed and Developed hyz 
Ybarra PRODUCTIONS, Inc,; 

Scot Amos, Karl Buster. Mark Dickenson, M.S, Dunhom\ Mike Dunboui\ 
Roy EUham. Boin fii 'ten. Mike- McAnlay, Leonard Mlcko, Michael 
Moore. Altdv Riedel, Demon TtvIoi . Anri tew Townslcv, |oc Ybarra 

Opening Sequence and Additional Artwork: 

Fred Butts 

Mimic and Sound Effpcts: 

Aubrey Hodge?, Russell Licblich 

Sound Driver: 

John \ Nil’s 

Special Thanks: 

Ken Williams AVen dy Barlow. Sharon ( .hercowy, Pan! [.avHU', 

The ImagiXadnn Network testers. and all nur friends at 
The Imagination Network and Sierra On-Line 

The Flilib library used in this product is Copyright \990 Dan ring Flame, 
Mill Valley, CA All rights reserved. 

TW 1 NION 


Designed and Developed hy: 

Ybarra Productions, Inc.: 

Scot Amos. Wendy Barlow, Fred limes. Sbamn Chercmw, 

Mark Dickenson* MS- Dun hour. Roy Hilum. Bom Green. "Tawii" 
Lawler, Biard Mart a Linear Mike MsAukb. Lei mu i d Mit -kuAEiduiftl 
Moure, Andy Riedel Donna Taylor* Andrew' Towmky, Joe Ybarra 

Music and Sound Effects: 

Russell Lidbhch 

Sound Driver: 

John Miles 

ATI Pluyiesters: 

Rh i 1 > B k-cs, Carlos Flores, Paul LavdlcT "Fti/z" Lokajicek,. 

Alisa SliLLelbiuitT. Rich Waters 

Special Thanks; 

Ken M'lllkitm. The TniLLjjiNLUinn Network leMnv mid all cum h ieiuK at 
"l iiL InnigiAaiion NVhvnrk and Sit-j j a OnTJne 
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YSERBIUS/IWINION DUNGEON TEMPLATE 



1 2 3 4 S 6 7 S 9 10 IT 12 13 14 15 16 


ROOM 

LEVEL 


Note: These pages are provided for you to use or make 
copies of to chart your way through the game. 


NOTES 







